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“The first time an engine moves De | See Nag Re oe Ee 
this fast and is just as detailed at | 
100 feet as 100,000 feet.” 
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You've been warned. 


UNIAN 
oh 


hall 
bic so On aan . 


"~ te es 
GRE ig ANI eS Cn GI: i Bis = * ge ey 


eocsusenaoouunane 


RRR eR 2 Racor Libs 


aes 


AP marrey i ai le in 
pat RRS asic ane 


Tartan Space Marine mks 


a ene Ai 


il iced AM 


Le = 
, 
LA meat 
eS i 
‘ a 
a 
I, 
x " 
. - ¥ 
oe : (oy 
4 ie — 
» se Aa =. 
So: il 


1 


e 


aati 


fetse are about to collide... 


WarCraft 1! Game of the Year: PC Gamer, 1995. StarCraft Sa trademark aid Bilizzard is a registered trademark of Davidson & Associates, Inc. All rights reserved. @ 1997 Blizzard Eaterainment 


‘Free access to Battle.net requires access talthe Internet. Player is respon§ibigMor all applicable Internet fees. {Diablo Game of the Year: Computer Gaming World, 1996. 


‘Battle alone. or challenge up. 10. 

8 players with one-click, free. access 

to Battlenete Enhanced" Internet: features 
include: worldwide: player rankings, . 
tournaments and player hdr e 


a es RY setitnee nd 77% EG a 
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| j 
caminiatid any of 3 alien races =eac sic + 
boasting a uniques set of skills ands he es 


A deadly mix of space combat, Sac = 
__ assault and covert base infiltration, « 

: 3 sbpakate storylines intertwine = 

*” within 30 scenarios to tell the epic, 

~~ Saga of a universe on the brink 

0) destruction 


te 2 


~s~o-* Reaktime light-sourcing, 
environmental effects, and: interactive 

terrain are only the beginning 
Create full campaigns from custém 
designed scenarios. Define >. 


~ victory conditions, record:voices 
“and much; much more... 
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wuw.blizzard.com .~ 
1-800-953-SNOW 
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f you don’t do 


~ SOMETHI 


. SOMETHING will do 
SOMETHING to yOu. 


You are your own worst enemy in the moody world of Dark Earth. Debris fills 
the air and your flesh is being attacked by a deadly virus. Poisonous clouds drift 


and photosynthesis has ceased. Still, it is your mission to uncover a secret history 
that'll help restore the one thing that can save all of humanity-light. 


You'll uncover dark murder plots through real-time adventure and control 
treacherous combat as you interact with greedy and bizarre characters. Your foes 
envelop the City you protect. Whether you're there 
or not, they continue to prey upon you as you ponder 
your next move. But, there is a ray of hope-you 
simply have to find it. www.darkearth.com 


SODA OFF-ROAD RACING 


Stee | Pant hers. i 


MONDAY NIGHT FOOTBALL 98 


Pax imperia: Eminent Domain 
Steel Panthers III 

Dungeon Keeper 

7th Legion 

War Wind 2 

Enemy Nations 

Metersteiner Beer Manager 
Forced Alliance 

Lords of the Realm II: Siege Pack 
War in the East: Crimea 

War in the East: Kiev 

War in the East: Leningrad 
War in the East: Rostov 


Shadows of the Empire 
Uprising 
Forced Alliance 


WarBirds 2.0 
SODA Off-Road Racing 


World Wide Soccer 98 
NHL Powerplay 98 
Monday Night Football 98 
Tennis Elbow 


Half-Life 


XFire 
Montezuma’s Return 
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Place the CD disc in your CD-ROM drive. The disc will 
autoplay. If it fails to do so, right click on your CD-ROM 
icon (located in “My Computer”) and select OPEN. 
Double-click the “Install” icon. 


Place the CD in your CD-ROM drive and choose File, 
Run from the Program Manager. Type “D:\INSTALL,” 
where D:is the letter of your CD-ROM drive, and 
press ENTER. Follow the instructions on screen. 
After installation is complete, double-click the 
created icon to start. 
Still having problems? Send a description of the 
problem along with your system configuration to 
cgcdtech@cdmag.com, or mail a letter with the 
same information to the address below. If you 
have a defective CD-ROM, a replacement can be 
obtained by sending the original CD to: 

Computer Games 

2 Millet St. 

Richmond, VT 05477 

ATTN: CD replacement 


If you are not getting the CD-ROM with your sub- 
scription to Computer Games Strategy Plus you 
are missing great demos and free games every 
month. You can upgrade your current subscripion 
for only $1 more per issue. Visa or Mastercard are 
accepted, please call: 

Customer Service 

1.800.283.3542 (US Only) 

1.760.745.2809 (CDN and foreign) 
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Flight Simulator ‘98 
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Deadlock II 


Reviews 
20th Century Trivia Challenge 


Tips 
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54-55, 192-193 3D0 www.3do.com 
89 Access www.accesssoftware.com 


Special Section 99-130 InterPlay www.interplay.com 
36-37, 136-139, 166-167 —_ LucasArts www.lucasarts.com 


2-3, 16-17 Activision www..activision.com 28-29 MGM Interactive www.mgm.com/e3/rf22.html 
8] Avalon Hill www.avalonhill.com 9, 94-95, 153, 177, 185 Microprose www. microprose.com 
6-7 Blizzard www.blizzard.com 32-33, 84-85, 212-213 Microsoft www.zone.com 

68, 69 Blue Byte www.bluebyte.com 13, 35 Novalogic www.novalogic.com 
82-83, 150-151 Broderbund www.redorb.com 45-47, 87,14, 120-21, Segasoft www.segasoft.com 
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97 Doubleday Direct www.sfbc.com 78-79, 91, 93 Sony Interactive www.tanarus.com 
4-5,14-15, 38-39, 219 Eidos www.eidos.com 191 SouthPeak www.southpeak.com 
143, 146 Electronic Arts www.ea.com 42-43, 75,155, 163 5S| www.ssionline.com 
174-175 Graphic Simulations © www.graphsim.com 168-169, 196-197 SSI www.ssionline.com 
186-187, 201 GT Interactive www.gtinteractive.com 178, 225 Strategy Plus www.cdmag.com 
144-145 Headlands Digital www.netwar.com Backcover Talonsoft www.talonsoft.com 
223 Infinite Monkey www.imonkey.com 5] THQ WWW.Ppaximperia.com 
77,189 Interactive Magic www.imagicgames.com 172-173 UbiSoft www.ubisoft.com 


211 Interactive Marketing 26-27, 207, 226-227 Virgin www.vie.com 
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Even your high school yearbook 


picture was more becoming than this. 


But as an alien, glamour is not high 


on your agenda. So, bust out of the 


traditional strategy game mold, morph 


into a human and make enemies with 


your friends. Conquest Earth is a world 


you'll want to step into very carefully. 


“THE VISUAL 
EFFECTS ARE 
SPEC TA € 63 £.4 Fe “” 


COMPUTER GAMES a : ee) iil 
STRATEGY PLUS : ce tio 


““$S TG IN INE INI cG 


IN TENSE 


= AN 


GAPRAEPLAY ” 


PC GAMER 


Cons T= 


Conquest Earth and Eidos Interactive are trademarks of EIDOS, PLC. © 1997 Eidos 


You can play either side in this intergalactic strategy 
game. Instantly morph into a weapon or battle tank— 
even a human being. 


\ 
Pn (Sr: A 
= ase ea - 
= 


When playing the alien side, you'll experience a 
unique interface with different rules and capabilities. 
You'll employ never-before-seen tactics and strategies 
to foil your human counterparts. 


Vary your strategy to keep your opponents guessing. 
Keep track by monitoring them through your interface 
portals. With over 65,000 colors, the action will come 
to life like never before. 


Playing the human side, you'll need to manage your 


resources wisely. Thwart the aliens’ attempt to mine 
oxygen from the atmosphere. Only one race will 
remain standing after this war. Make sure its yours. 


S!IDOS 


You’ve been warned. 


THE NEW BREED OF WAR MACHINE. 
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PILOT ONE OF 16 HEAVY GEAR BUILD YOUR OWN GEAR FROM SCRATCH UTILIZE NEVER-BEFORE-SEEN 
sani WAR MACHINES, AS WELL AS WITH DRAG-AND-DROP CONSTRUC- WEAPONRY INCLUDING FIELD 
STRIDERS, TANKS AND OTHER TION; THEN PILOT A GEAR WITH GUNS, LASER CANNONS, BAZOOKAS 
— , ARMORED VEHICLES. YOUR EXACT CUSTOMIZATIONS IN AND MORTARS. 


THE SIMULATOR. 


© 1997 DREAM POD 9, INC. AND TARGET GAMES, AB. BASED ON THE HEAVY GEAR™ UNIVERSE CREATED AND OWNED BY DREAM POD 9, INC. ACTIVISION IS A REGISTERED TRADEMARK OF ACTIVISION, INC. © 1997 ACTIVISION, INC. ALL RIGHTS RESERVED. ALL OTHER TRADEMARKS AND TRADE NAMES ARE PROPERTIES OF THEIR RESPECTIVE OWNERS. 


ACTIVISION. 


COMING $00 
C 


N 
ON WINDOWS* 95 D-ROM 
OFFICIAL 


HEAVY 
GEAR 


URIVERSE 
WHH. ACTIVISION. COM 
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‘ma communist 


aving been online since the early 1980's, first with CompuServe, now with the 
Internet, I've experienced my fair share of flame wars (the online equivalent of a ver- 
bal argumeni, only you have the time to craft a clever retort). I've even engaged in a 
few, though | have to admit | derive little pleasure from them. While emotions would occa- 
sionally run high (CompuServe has moderaied forums, so users were banished to private 
forums when they got personal), the exchanges always seemed somewhat harmless. For the 
most part they still aie, but when faced with someone making wild accusations against you 
and your fellow employees, what are you supposed to do? 

An interesting Usenet discussion iecently turned ugly when a person suddenly interrupted 
the conversation and started attacking this magazine. As our unofficial presence on the 
Usenet, | addressed each point as politely as possible (as | always try to do). Receiving criticism 
is part of the job, and while it’s not an aspect anyone here relishes, we do realize that we're 
not above the same sort of jibes we direct at the games. As always, constructive criticism is 
invaluable, which is why every e-mail is read and every newsgroup posting taken seriously. 

However, this particular thread took a turn to the surreal when the poster suddenly direct- 
ed his venom toward me personally. Not ever having met the man, | was slightly taken 
aback. He started by calling me a “poser,” and claimed | was a proponent of the schlock pro- 
duced by the “entertainment-multimedia-Hollywood complex” rather than “real” games (one 
of which he is developing). 

This continued on for about a week, with the crescendo being a post that accused me of 
being a communist, a claim that hasn't been fashionable since the McCarthy hearings of the 
early 1950s. After mentioning offhandedly that I’d just watched the film version of Arthur 
Miller’s The Crucible, which used the Salem Witch Trials as a metaphor for the McCarthy hear- 
ings, he cleverly responded that he’d never seen a communist that did not use the witch-hunt 
defense or suggest that any accusation of communist leanings was completely irrational. 

All | could say at this point is, “Have you no sense of decency, sir, at long last? Have you no 
sense of decency?” 

Being in the public eye obviously leaves you open to these sorts of attacks. In this 
instance, the messages were initially quite disturbing. Someone who isn’t familiar with the 
magazine or myself could be misled by these postings, as absurd as they may have been. As 
the posts became increasingly surreal, however, the claims were rendered impotent. 

What is it that drives the perpetrators of these online vendettas? Psychologists have said 
that within the human psyche there exists an urge to lash out at an anonymous “other” 
when we feel justified. The anonymity of the online experience empowers people to act out 
a role, a sort of virtual role-playing. While the distance and empowerment of an alias or an e- 
mail account may allow you to tell someone to “shove it” (or worse) with the slightest provo- 
cation, would you even think about doing the same to his or her face? If you're hiding 
behind a bullying persona, is there a point where your online role-playing start to damage 
the real lives of real people? 

How should individuals and companies protect themselves from these sorts of attacks? Do 
you ignore them and wait for them to go away even though claims, no matter how outra- 
geous, can become fact in the abserice of irrefutable proof otherwise? Do you reply, effec- 
tively throwing fuel on the fire and boosting the poster's ego, as well as leading some people 
to inexplicably assume the charges have some merit? After witnessing enough of these 
online assaults, the answer, unfortunately, is that there’s no answer. There is no way to 
defend yourself in the online public court. It’s an act of futility - the burden of proof is on the 
accused, and every piece of evidence that proves your innocence can be twisted by the 
online persecutors into something incriminating. The end result is that industry people are 
being driven from online discussions, where their input might provide valuable insight. 

There is no easy solution to this problem. All we can do is consider what we do virtually to 
be a reflection of what we do in the real world - unfortunately, this is contrary to the whole 
concept of virtual reality and online role-playing. Josef Stalin once said “To choose one’s vic- 
tims, to prepare one s plan minutely, to slake an implacable vengeance, and then to go to 
bed... there is nothing sweeter in the world.”' Old Joe wasn't talking about premeditated 
Usenet attacks (he was apparently talking to a colleague before signing almost 40,000 death 
warrants). Nonetheless, it is disturbing to witness the level to which some people obsess, 
and derive pleasure from disrupting other people’s real or virtual lives. And it’s getting 
worse, threatening the community of gamers who gather online to actually talk about play- 
ing and enjoying gaivies. 

And for the record: I'm not really a communist, but | play one online. 

—Steve Bauman, Editor 


‘Quoted in: Robert Conquest, “Lenin’s Guffaw,” in New Republic (Washington, D.C., 15 Sept. 1986). 
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SHE'S A TRAINED 
GOVERNMENT ASSASSIN 
WHOSE ONLY GOAL IS TO 
SILENCE YOU— PERMANENTLY. 
AND YOU'RE RUNNING OUT OF PLACES TO HIDE. 


THINK THE ONLY OPPONENTS WORTH FIGHTING ARE 
THOSE YOU MEET IN A DEATHMATCH? THINK AGAIN. 
WITH HALF-LIFE’S ADVANCED CHARACTER AI, YOU'LL 
BATTLE ENEMIES SO SMART, YOU'LL SWEAR THEY'RE 
ALIVE. THEY'LL TAKE COVER, RECRUIT OTHERS AND 
WORK TOGETHER TO BRING YOU DOWN. 


AND THE REALISM DOESN'T STOP THERE. THINGS ACT, 
LOOK AND SOUND LIKE THEY DO IN THE REAL WORLD. 
WE COULD FILL YOUR HEAD WITH TERMS LIKE 16-BIT 
COLOR, FULL-SPECTRUM LIGHTING, DSP SOUND, AND 
SKELETAL ANIMATION. WHAT IT ALL MEANS TO YOU IS A 
GAME SO REAL, SO UNPREDICTABLE, SO ALIVE, YOU'LL 
SWEAR IT HAS A PULSE. ADD A 3D CARD AND YOUR OWN 
PULSE WILL RACE. CREATE CUSTOM LEVELS WITH WORLDCRAFT 
2.0 (INCLUDED). OF COURSE THERE ARE MULTIPLAYER 
OPTIONS— FOR UP TO 32 PLAYERS. BUT HOW MANY OF YOUR 
FRIENDS ARE AS BEAUTIFUL AS SHE IS, goo 
OR AS DEADLY? : 


PLAY THE DEMO @ www.sierra.com/half-life — ¥ 
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KOREA 


The latest in hardcore realism from the engineers of 
the award-winning F/A-18 Hornet 3.0, F/A-18: KOREA, 
Lilar=UiNVal od lave tM tal-me-t-li(]aam- lave me 6r-Ulavme)me(-lale)al-Manlilitelay 
simulators to your Windows '95/NT4 PC or PowerMac. 
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nena ‘aie F/A-18: KOREA is the culmination of over 5 years 
development by a small, dedicated team of engineers and 
artists who have always known what it takes to please the 
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Utilizing the latest 3D technology, F/A-18: KOREA is able 
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rates. F/A-18: KOREA offers texture mapped 3Dfx 
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F/A-18: KOREA provides over 90 minutes of multimedia 
training, with diagrams, movies and voice dialog, as well 
as extensive printed documentation written by a former 
Marine "Strike-U" instructor and F/A-18 Hornet pilot. 


F/A18: KOREA's mission creator/editor allows you to 

ol Tife lam ale lal \Vaiial ii ie(= aim anlicss)(e)arcmuvitame(sitcli (vem larciaavleii(e)ats 
R(olm-y-\oamerelanelicclmerelaice)i(-ve player. Dictate the behavior 
and assignments of friendly and enemy airplanes, SAM 


sites and ground vehicles. 
For product information and availability, check out our web page at: www. Sraphsim: com 
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Sierra expands Diablo 


Hellfire to add new areas, enemies, weapons and character classes 


Ithough several of the details are sub- 
A: to change pending the official 

announcement by Sierra’s Public 
Relations Department, Hellfire is the name of 
the official Diablo expansion pack. Produced 
with the full blessing of Diablo 
developer Blizzard Entertainment, 
Hellfire will include two new areas 
to explore from town, each with 
four levels apiece. While the first 
area looks somewhat different 
thanks to its new textures, the sec- 
ond offers an organic theme 
(including overgrowths of pulsating 
vines) that should make for some 
eerie, tension-filled play. Where 
these levels fit in as far as difficulty 
is still unknown. 

The developer of the expansion pack, 
Synergistic Software, expects to ship it with 
almost twenty new creatures, several of which 
were in the original but never activated. 
Among the new recruits are several arachnoid 
creatures, Gravediggers, the Biclops (two 


heads, each sporting an eye), and what could 


Mindscape paints it Blackstone | 


Che Blackstone Chon ts 


ANS 


Book series to be turned into a Legend-ary adventure 


MINDSCAPE, INC. HAS ANNOUNCED AN 
agreement with author John Saul to bring a 
computer game based on his book series The 
Blackstone Chronicles to your PC. The game, 
cleverly dubbed John Saul’s Blackstone 
Chronicles: An Adventure in Terror is being 
developed by Legend Entertainment. It’s 


The spooky guy in the painting puzzle 
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only be described as “little mutant Fry Guys.” 

Gamers can also wield a new assortment of 
weapons and armor. In addition, there will 
also be oils (potions with permanent or semi- 
permanent effects), and a much tougher 


In answer to some of 


Diablo to face in Hell. 
the common concerns voiced by gamers, 
Synergistic will implement a hot key for dou- 
bling the rate of travel in town, difficulty 
options for solo play as well as multi-player, 
and perhaps more quests. 

It remains to be seen whether Blizzard will 
sanction the addition of two new character 


scheduled for release in the summer of 1998, 
shortly following a three-night ABC minis- 
eries adaptation of the books. The book 
series, which has been released in multiple 
installments, has sold more than 6.5 million 
copies worldwide. 

The game will be set in the same small 
New England town as the books. The major- 
ity of the game will take place inside an 
abandoned asylum in the center of town. 
Players will explore the asylum, solve puz- 
zles, and eventually try to discover the 
source of a an evil presence that’s haunted 
the town for years. 

In a prepared statement, Saul said he’d 
envisioned the series as a computer game 
right from the start. “I had always wanted to 
develop a computer game from a book, and 
The Chronicles seemed a natural, given the 
six separate but interrelated tales. As the ser- 


classes. If Blizzard is agreeable, expect to 
make friends with a new Druid. The Druid 
possesses exceptional hand attack skills, and 
a high intrinsic armor rating. As somewhat of 
a compromise between the hardened warrior 
—_ and the initially fragile mage, the 
= Druid should fill the male-deprived 

“ gap between the two seemingly 
opposed character types. At press 
time, we were unable to disclose the 
other character. 

Solo and network players gain the 
most from Hellfire, since most of 
these changes won’t be implemented 
for use with Blizzard’s battle.net ser- 
vice. Sierra intends to introduce fea- 
tures that Diablo addicts have plead- 
ed for, while still keeping intact the simple but 
addictive qualities that made the original such 
a smashing success. Come this Halloween, The 
Great Pumpkin might be too busy in the cata- 
combs to visit. If all goes well, though, you 
just might be too busy battling the New, 
Uglier, Scarier Diablo to notice the empty 
Pumpkin Patch. —7im Royal 


ial novel devel- 
oped, it became 
clear that the 
secrets that 
were only hint- 
ed at in the pro- 
logues to the six 
books could be 
far more inter- 
estingly devel- 
oped in the 
computer game 
format than on paper.” He went on to say, 
“I’m thrilled that the entire Blackstone expe- 
rience is about to be given the added dimen- 
sions that only computer gaming offers, and 
I think the combination of the two media 
forms will bring a new level of involvement 
to both the computer gamer and the reader.” 
—Steve Bauman 
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Wizardry VIII 


Memories of Lost Guardia ignite 


HAS IT ONLY BEEN 17 
years since Wizardry sprang from the 
loins of Andrew Greenberg and Robert 
Woodhead? 17 years and numerous products 
later, Sirtech is jumping on the technological 
bandwagon and will be giving its latest 
Wizardry a 3D engine. Baby Wizardry 8, still 
embryonic, will bring us back into the story- 
line begun in Bane of the Cosmic Forge and 
Crusaders of the Dark Savant and take us 
through to some piece of dénouement. 

The look may be all-new, but the features 
players have seen since the dawn of Wizardry 
will be back: detailed, customizable characters; 
a party atmosphere with up to six companions 
in an epic quest with multiple beginnings and 


endings; turn-based combat. Although combat 
will still be essentially turn-based as before, 
the new combat system features some of the 
biggest changes incorporated overall. It will 
now be possible to fight monsters from a dis- 
tance, attacks can take place from more than 
one side, and there will be new options that 
bring combat into what will feel like a “mix” of 
real time and turn-based. Area effects and 
ranged capabilities are expected to enhance 
the game’s magic spells and realms. 

The character system will now include per- 
sonality options. Instead of walking stone- 
faced through the melee, the characters will 
now interact with each other and the world 
around them — all according to inherent char- 


Gabriel Knight 3 


Modern day horror again has its knight 


('.@ AFTER HIS IMPRESSIVE 
outing last year, the return of Gabriel 
Knight was a certainty. Sure enough 
writer Jane Jensen is back with to bring fans 
the third installment of the series, Gabriel 
Knight 3: Blood of the Sacred, Blood of the 
Damned. Once again, Gabriel Knight will be 
making a technological advance over the pre- 
vious entry by offering a brand new 3D 
engine, as opposed to The Beast Within’s 
reliance on full motion video. 

Utilizing what the developers have dubbed 
the “G-Engine,” Sierra has made assurances 
that the game will take full advantage of the 
latest 3D hardware and high end systems, but 
remain configurable enough to run on lower 
end systems. More intriguing than the game’s 


FIFA: Road to the World Cup 98 


good looks is the game’s use of artificial intel- 
ligence. The non-player characters will inter- 
act with each other, move through the world 
and have certain agendas that they will carry 
out independent of Gabriel or Grace, which, 
Sierra hopes, will lend a stronger feeling of 
realism to the overall story and environment. 

This time around, Gabriel finds himself in a 
small European village at the behest of a 
dethroned royal to investigate a recent rash of 
bizarre, possibly supernatural goings-on. Soon, 
the royal’s son is kidnapped and Gabriel finds 
himself deep in a mystery of both supernatural 
and political proportions. While the game is 
heavily narrative, the new 3D engine and Al 
will supposedly afford the player a free reign of 
the environment and the ability to stray from 


Attack of the amber weevil 


acter traits. New professions and skills will be 
available, and they are, as the rest of us sleep, 
working ‘round the clock on play-balancing. 
Import your party from Crusaders or Wizardry 
Gold and take a jump into the next seventeen 
years. —Cindy Yans 

Wizardry VIII + Sirtech * Windows 95 


The level of detail shown in this hotel hallway 
is impressive 


the main story to pursue sub-plots. Fans of the 
series will definitely want to stay tuned, and 
gamers who like good gothic adventure will 
likely want to keep an eye out as well. Gabriel 
Knight 3 is due in summer ‘98. —Jason D’Aprile 
Gabriel Knight 3: Blood of the Sacred, 
Blood of the Damned: Sierra * Windows 95 


EA Sports readies the latest simulation of the world’s most popular sport 


i ME THE FIFA SERIES OF 

soccer games has received the most 
consistent praise of any of EA Sports’ 

line of sports games. However, FIFA 97 had 


its critics, and the 1998 model, now chris- 
tened FIFA: Road to the World Cup 98, will 


That’s using your noggin’ 


try to address many of those criticisms and 

add enough new features to main- 

tain its lead over the competition. e 
With a name change that eliminates 


the worldwide soccer/football confu- ) wil 


sion (well, only the U.S. seems con- 
fused) and developed by the EA Canada 
team responsible for previous entries in 
the series, FIFA 98 will allow you to con- 
trol one of 172 nations through the pre- 
liminary qualifying rounds in any one of 
six international confederations. Your goal: 
win the right to play in one of the 30 spots 
reserved for the final qualifying round in 
France, which will put you in line to win the 
whole thing. In addition to this tournament, 
there is a league play option that offers an 
additional 193 international clubs in 11 differ- 
ent leagues. 

Improvements include improved polygonal 


models for the players (with the truly 
surreal detailed facial features and 
hair styles), 3D card support, new 
weather effects and night game 
conditions, and the promise of 
enhanced AI that provides more 
advanced offensive and defensive 
skills. Additional features include 
16 outdoor and one indoor sta- 
dium, authentic team chants 
and crowd sounds, introduc- 
tions by Desmond Lyman, and 
play-by-play from John 
Motson and Andy Grey. But what about that 
guy who yells, “gooooooaaaaaaaalllllllillll- 


FIFA 98 is scheduled for release in 
November. —Steve Bauman 

FIFA: Road to the World Cup 98 « EA 
Sports * Windows 95 
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COOPERATIVE MULTIPLAYER SYSTEM ALLOWS - za, 


FOUR PLAYERS TO WORK TOGETHER TO. 


DESTROY A COMMON ENEMY. a ee 


LOOK FOR SPECIALLY. 2 
MARKED VIRGIN GAME 
PACKAGES FOR DETAILS. 


And Celebrate EMI-Capitol’s 100 
with the Sale of the Century—Goin 
on at Record Stores Everywhere! 
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Steel Panthers III 


Gary Grigsby revisits old territory 


I: & OKAY, YOU’VE COVERED 
§ World War II in your first game and just 
about every other conflict with armored 
action in your second, so what are you to do 
for the third game in the series? Short of 
either dropping back to World War I tank 
actions (and how fun would that be?) or going 
sci-fi, you try to revisit existing situations in 
new ways, and that is exactly what designers 
Gary Grigsby and Keith Brors and the crew at 
SSI are attempting for Steel Panthers II — 
Brigade Command: 1939-1999. 
(7 Sere 
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This latest version covers multiple eras of 
armored conflict 
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Fighter Duel 2.0 


It’s fighter furball redux in Ocean's sequel 


Res 


(we aueam@ern@ IF THERE’S ONE GAME 
Soe = that stands out above the others as the 
best pure dogfighting game, most would 
probably have to agree that the original Fighter 
Duel is it — nothing else could touch its recre- 
ation of fighter furball action. That game, how- 
ever, took some hits from those who didn’t enjoy 
the heavy emphasis on fighters going head-to- 
head, from those who wanted more involved 
missions and glitzier graphics... in short, from 
those who wanted what the next generation 
Fighter Duel 2.0 seems to be promising. 
Despite the title, the sequel will feature a 
wider variety of missions, from ground and 
sea attack to bombing to combat air patrols to 


The Brewster Buffalo . terror of the skies 
(well, okay, maybe not) 
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This third game is built on the same 
basic engine as the first two with two 
major exceptions: the scale is now at 
200 yards per hex, and units are now 
platoon-sized instead of individual 
vehicles and squads. The larger map 
sizes and troop densities allow for 
recreations of battles up to brigade or 
even division in size, while the reten- 
tion of the same basic interface should 
keep relearning to a minimum. 

The game covers historical and 
hypothetical actions from World War II through 
to the near future. Three of the campaigns cover 
historical World War II situations, one covers 
Vietnam, one covers an alternate history, NATO 
vs. Warsaw Pact conflict, and the final one cov- 
ers a hypothetical Middle East war around the 
turn of the millennium. The beta we’ve looked at 
has 18 individual scenarios, but SSI says the final 
game will ship with over 35. Information on the 
units and weapons of 20 WW II and 40 post-war 
nations has been included, all of which can be 
mixed and matched (via new multi-national 
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day and night interceptions. Missions 
are based on a dynamic model (not 
canned), and Ocean says the game 
will sport a configurable campaign 
model so users can tweak their expe- 
rience to their liking. During the mis- 
sions you'll fly or encounter (or pro- 
tect) a number of planes, from the 
standard (Me 109s, Spitfires, 
Mustangs, Zeros, etc) to the expected 
“wow” planes (Me 262, Komet), to 
the less-often-modeled (Arado 234C 
Blitz, Tempest V). The models for the 
planes are all-new (not rehashes 
from the earlier game), with more 
detail and hi-res artwork. 

To put those new models in their best light, 
developers Matt Shaw and Ted Jump of SPGS 
are working on plenty of graphics improve- 
ments. The game will run in resolutions from 
320x240 on up to 1600x1200 (the rendering is 
resolution independent) in 256 colors, and if 
you have one of the supported 3D cards (4Dfx 
Vodoo, Power VR, Pyramid 3d, Matrox 
Mystique) it will run in 16 bit color; the art has 
even been designed with 24 bit color for future 
3D hardware that supports true-color modes. A 
new terrain engine features data sets based on 
real-world locales as well as game-specific 
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The new scale allows for massive armored battles 


forces) in the battle generator and scenario 
designer. Improvements in play-by-e-mail sup- 
port may even allow gamers to play specific sce- 
narios against their PBEM opponents instead of 
relying on randomly generated clashes. You can 
also expect the usual complement of film clips, 
sound effects, and reams of data that have char- 
acterized the other games in the series. 

There’s quite a bit about Steel Panthers III 
that looks the same as the older titles; whether 
these new features (and any they’ve not talked 
about yet) add enough to justify a third game in 
the series only some extensive gameplay with 
the finished product will tell. -Scott Udell 

Steel Panthers III * SSI - DOS 
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Note the damage along the Hurricane’s wing and fuselage 


ones. The flight modeling of the original has 
been further enhanced, new bullet and shell 
ballistics models ensure the accurate recre- 
ations of gunfire trajectories (“Drat!” say all the 
bad shots out there), and damage modeling 
tracks the specific part of the aircraft that’s 
been hit. If you’re worried about speed for all 
this high fallutin’ modeling, you could always 
invest in a multi-processor Windows NT system. 

Still a ways off (Ocean estimates first or sec- 
ond quarter ’98), you can bet we’ll be bringing 
you more information on this one as soon as 
we get our hands on it. —Scott Udell 

Fighter Duel 2.0 * Ocean * Windows 95, NT 


Virtual Pool 2.0 


All the fun, with none of the chalk marks 


SSO VIRTUAL POOL WAS SO 
mare you might be wondering, “Why a 
version 2.0?” Well, Virtual Pool 2.0 turns 

out to be a case of not realizing what you’ve 
been missing until you experience it. Perhaps 
the most radical change to the game engine is 
that it’s now truly 3D. In the original Virtual 
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Balls are textured well enough that it’s easy to find a 


point to aim at 
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Pool, a ball would never leave 
the table, and that’s no longer 
true. This matters most in just 
whacking the balls around or in 
trick shots. 

The graphics are now texture 
mapped and shadowed. More 
than eye candy, these 
changes make shots easi- 
er to line up, since the 
balls look like balls rather 


than like spheres ren- 
dered so perfectly that the eye can’t 
pick a spot on them. The game simply 
looks real and it still plays nicely on a 
low end Pentium. 

The table in general is more “real,” 
too. Rail shots require you to lift the 
butt of the cue stick and don’t allow for 
backspin. Likewise shots when your 
ball is in contact or close proximity to 
another (this was never modeled in the 
first game). Love those masse shots? 
Well, be careful. This time out, it’s 
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Liberation Day 


Calling Will Smith. Where are you, Will Smith? 


| NO, IT’S NOT A SEQUEL 
to last year’s movie Independence Day; 

rather, it’s a sequel to this year’s game 
Fallen Haven. The first game got a decidedly 
mixed reception from gamers and critics, but 
Interactive Magic says they’ve taken the 
lessons learned from that product to create 
Liberation Day. 

The story for the new title takes off where 
the last game ended. After a bitter struggle, 
the exhausted Tauran invaders of New 
Haven won the day; humanity, however, is 


On the other hand, desert terrain is perfect for 
long-range weapons 


. October’s Day of Thunder - Sierra announced 
xpansion Pack, It will include 12 new tracks and 30 new dri- 
ith Mindscape — Red Storm announced it has signed a long-term distribution agreement with 
litika, followed by Planet 
.” TEN Unveils Wolfram — TEN has announced Wolft 
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Even the sexist posters on the wall look better this time out 


quite possible to miscue. 

Gameplay has been enhanced in minor but 
welcome ways. If you’re attempting to make 
one shot and miss, but pocket a different ball, 
you can ‘fess up and pass your turn to your 
opponent. You can also choose to call your shot 
via an overhead via of the table — simply click 
on the target ball, and the desired pocket. 

Virtual Pool 2.0 is not finished, but unless 
Interplay ships it before the final layer of pol- 
ish goes on, it should hold up to the high stan- 
dards set by its earlier brethren. Fans of the ear- 
lier title shouldn’t be disappointed. Now let's 
hope for Virtual Snooker 2.0. —Peter Smith 

Virtual Pool 2.0 « Interplay * Windows 95 
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Ancients, an exclusive, online-only game from Bolt Action Software. It allows 32 players on 


back and looking to retake the planet. 
The Taurans haven’t stood still, and 
are now in possession of “a mystical 
and magical gem” called the Seer 
Stone, a stone with which they’ve 
enslaved two other races, the 
Shadamer and the Subb-lo. As the 
pesky humans, you'll attempt to 
avenge the defeat you suffered in 
Fallen Haven and to free the enslaved 
races; as the Taurans you'll fight to 
exterminate the human threat once- 
and-for-all. 

The biggest new feature for 
Liberation Day is a multiplayer 
mode. Via modem, LAN, or Internet up to 
four players can compete in either coopera- 
tive or deathmatch play. In deathmatch it is, 
of course, every critter for itself, but in coop- 
erative you each command specific sides 
(you just can’t fire on your teammate). The 
single-player mode has strategic campaigns 
with tactical missions; for multiplayer you 
instead build up an army and then compete 
on the tactical battlefields. The game fea- 
tures some 45 different land, air, and sea 
units, 50 structures (some of which play an 
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Thick loreal dolincares creates steiacit tactical situations, 
especially for an armor-heavy force 


important tactical role), three different 
strategic resources, and a variety of technol- 
ogy fields. Modifiable terrain will prove 
important during battle — burn a tree down, 
for example, and you’ll no longer be able to 
hide a unit behind it. 

Interactive Magic promises many other 
tweaks and improvements to the game system; 
we'll get a chance to see how they’ve done this 
Fall. —Scott Udell 

Liberation Day - 
Windows 95 
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aust H@ FOLLOWING THE FOR- 
MULA that’s worked so well for 
TalonSoft, Interactive Magic’s Great 
Battles series continues with Hannibal. 
Eleven battles trace the career of the famed 
Carthaginian general, including Lake 


Trasemene, Ilipa, and, of course, Cannae, one 
of the most famous battles of any era. As with 
the first ime in the series, Alexander, aie 


Just a portion of the battle line at Trebbia 


the Internet to battle it out in futuristic hovertanks.. 


Great Battles of Hannibal 


Cannae do as well as the first game in the series? 


may also choose to fight against 
Hannibal in any of the battles. 

While Hannibal uses the same basic 
engine as Alexander, Interactive Magic 
touts several improvements they are 
making to the system. The most obvious 
changes are visual; the terrain has been 
given more textures, trees won’t obscure 
your view of units in forest hexes, and 
small graphic touches (small buildings, 
rocks, and so forth) now dot the map. 
Gamer feedback has led to several 
improvements in the user interface: an undo 
button allows players to take back unit moves 
that haven’t already had an effect on the bat- 
tle, and when playing as the Romans gamers 
get new “line move” and “manipular exten- 
sion” buttons. 

A different era and different forces mean 
several changes and additions to the simula- 
tion part of the game. New units include the 
famous Roman Legionnaires and Scorpiones, 
Hyrcaneun ox carts, and new Indian and 
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SepterraCore 


A ance to the center 


ja H ICOM SIMULATIONS, A 
§ group which in the eighties created the 

popular title Deja Vu, evolved into Rabid 
entertainment around 1993. Eventually inte- 
grated into Virgin Interactive, Rabid is cur- 
rently working on two titles: a 3D shooter 
known as Violent Seed and this fantasy/sci-fi 
roleplaying game. 

You are an inhabitant of the planet 
Septerra, a layered environment where con- 
centric World Shells create seven unique 
ecosystems, and Bioengineering has ushered 
in a revolution of societal changes. You are a 
Junk Scavenger from World Shell 2, which 


A laser beam handily wastes the green foe 
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Renaissance and Might and 
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Portrait of Grubb, righteous robot repairman 


has been the recipient of junk galore from the 
upper shell, inhabited by an ancient society 
known as The Chosen. The Chosen are mass 
consumers and hence produce mass waste, all 
of which trickles down into your shell. Their 
decision to journey to the core of the planet 
involves you in their search for their Creator 
— who may only be revealed when the world’s 
Legacy is solved. 

The game boasts hundreds of locations and 
fifteen chapters of gameplay. You may choose 
from eight companions, each with a unique 
background story and motivation. There is 
Lobo, created as a combat cyborg, lost in bat- 
tle and then reprogrammed to allow him to 
exercise free thought (“Number Five 


Changes to the terrain are dhe most obvious modi: 
cations implemented for Hannibal 


African elephant units (I-Magic does like 
their elephants!). Interactive Magic says that 
the Roman armies will use accurate Roman 
tactics, and that the legions will have a char- 
acteristic “checkerboard” formation. In-game 
reinforcements in some of the battles should 
keep gamers on their toes, and victorious 
cavalry can harass defeated opponents right 
off the map. 

If all goes as planned, Hannibal should be 
storming across the gaming Alps in time for 
some holiday battles. —Scott Udell 

Great Battles of Hannibal - Interactive 
Magic * Windows 95 
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Maya inherited her hair from Marge Simpson 


alive...”); Grubb, the robot repairman with a 
fabulous punk do, who feels responsible 
when others use his creations for selfish pur- 
poses; and Led, half army mechanic, half 
Barbie, who yearns for adventure and excite- 
ment against the wishes of her father — to 
name but a few. 

Fast, clock-based combat is combined with 
a deck of Fate Cards that, when properly com- 
bined, will create new combat effects. 
Characters and enemies are 3D pre-rendered 
models, and backgrounds are 3D layered, all 
in 16-bit color. We should see the title in the 
first quarter of 1998. —Cindy Yans 

SepterraCore * Rabid Entertainment ° 
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Presenting the long-awaited third installment in LucasArts’ classic adventure series, Monkey Island. With features like 30- 
plus hours of gameplay, 8,000 lines of hilarious dialogue, oodles of challenging puzzles, high-resolution graphics, film- 
quality animation and a few surprise celebrity voices. Not to mention vegetarian cannibals and a guy named Snugglecakes. 


So get ready to embark on a rollicking, swashbuckling graphic adventure where the seagulls have better 
“KIDS TO ADULTS 


aim than the pirates, and the sharpest weapon is your wit. Fer Windews 9 CD-ROM 
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Check out the playable demo in select magazines or download it from our Web site at www.lucasarts.com. 2Sae 
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© 1997 LucasArts Entertainment Company. All Rights Reserved. The Curse of Monkey Island is'a trademark of LucasArts Entertainment.Company. The LucasArts logo is a-registered trademark of Lucasfilm Ltd., used under authorization. 
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Finally, a flight sim with no limits. 


Flight Unlimited II from Looking Glass. The most 
realistic flight experience ever in a PC simulation. 


Beechcraft Flight Unlimited II sets a whole new standard with realism, 


Baron 58 =? 


DeHaviland Beaver 
DHC-2 Seaplane 


terrain. Jump in the cockpit of the notorious P-51D Mustang. 


North American 
P-51D Mustang 


Or, mix it up with over 400 different aircraft using ground, tower and 


approach controllers. Whether you're a rookie or an experienced pilot, 


Piper 
Arrow 200 


eA 


TECHNDLOGIES. 


www.lglass.com 


©1997 Looking Glass Technologies, Inc., Cambridge, MA. Flight Unlimited II and Looking Glass are trademarks of Looking Glass Technologies, Inc. All rights reserved. EIDOS Interactive is a trademark of EIDOS PLC ©1997 EIDOS. 


~ “y os . ‘> | ba ee & y 
» Actual screen shot from Looking Glass’ Flight Unlimited I ~~. oo . Ba 4 


“Microsoft should have 
cause for concern...Flight 
Unlimited II's stunningly 


rendered world is only 


Fly THE DEHAVILAND BEAVER SEAPLANE IN FLIGHT UNLIMITED I] AND ACTUALLY LAND ON WATER. FLIGHT exceeded mn excellence by 
SIMULATOR MAY HAVE WATER, BUT IT SURE DOESN’T HAVE A SEAPLANE. its smooth interface.’ 


“E3’s Best of the Best ” 
Computer & Net Player 
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WHEN WE SAY THE MOST REALISTIC WEATHER CONDITIONS,” WE MEAN IT. IN FLIGHT Il, THUNDER CLOUDS 
ACTUALLY FLOAT ACROSS THE SKY AS THEY UNLEASH A DOWNPOUR. EXACTLY WHAT ARE THOSE IN THE SKY 
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| New World 


dragon flies over a small village in 
the northwest - looking for his 
next meal... A meteor comes out 


of the sky, crushes the dragon like | 
a gas-filled maggot, crashes into the ground | 
and bursts into flame. Before you can say, | 
“Ewwww, yuck,” winged and walking 
demons emerge from the fire, raise havoc | 
and begin to destroy the town. Meanwhile, | 
four teenagers have been cutting school and | 
are hence picnicking outside the town when | 
ithis is happening. They see the destruction | 
and begin running, and the demons (wonder- | 
ing why the kids are not in school no doubt) | 
‘begin to chase them. They are miraculously | 
rescued and teleported the hell out of there. | 
‘The village and all its surrounding areas are | 
idestroyed by the demons and become a 
wasteland. Several years later, after the cruel | 
ipimples of adolescence have disappeared, the| 
four now-adult adventurers emerge. Their | 
itown is New Sorpigal, in honor of Might and | 
‘Magic 1, and they are now available tothe | 
gamer for a new expedition - into the world | 
of Might and Magic VI: The Mandate of Heaven. | 
: The story of the medieval side of the game revolves around 

. |descendants from the Heroes of Might & Magic II story. In Heroes Il, 
‘King Roland lronfist defeated his brother, Archibald, who is still a 


istone statue in the library. Roland has been single-handedly rul- 
‘ing the kingdom for a few years with his wife, Catherine, solicit- 
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‘ing donations and renting out the Lincoln Bedroom. Lord Kilburn, | 
one of his main ranger-guys, has been killed and the rumors of 
devils and unrest in the northwest must be investigated. Roland 
‘travels toward the northwest and becomes “detained,” leaving his | 
son Nicolai (the Boy Prince) and his regent Wilbur Humphrey (the | 
‘paladin with blinders) in charge of the kingdom. The absence of 
Roland gives rise to the question as to whether or not the Ironfist | 
Dynasty will retain the Mandate of Heaven without him there. (To | 
all except several readers of V. C. Andrews novels, the Mandate of | 
‘Heaven is the “divine right to rule.”) The non-medieval side of the | 
game? Well, those familiar with the previous Might and Magics 
will have remembered a certain taste of, shall we say, anachro- 
nism? ‘nuf said. 
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It’s a whole New World 


| Back in 1986, Might and Magic | was released for the Apple II. 
After playing Wizardry and Ultima back in the early eighties, Jon 
Van Caneghem, president and god of New World, said “I can do 
this,” — and did. Nowadays if anyone says, “I can do this,” the 
answer is, “Oh sure. You and what team of 50 programmers, | 
artists, animators and writers?” But in the good ol’ days, one man | 
could do it all. In fact, until recently, Might and Magic's program- 
-ming had been done almost exclusively by Van Caneghem and 
executive producer Mark Caldwell. Why not now? It’s simple. The | 
answer is 3D. If you try to build a 3D product from scratch nowa- | 
days, it’s anything but simple. Said Van Caneghem, “True 3D... | 
‘this was a whole new experience for us. The entire smooth 

| scrolling thing is a whole ‘nother animal in itself. When people 
/ask me why there aren't many role playing games, what | tell 
them is ‘first you gotta build Quake and then start from there.” 
Ain't it the truth? 
The three mega-tools that have been the most challenging 
projects for the developers are the Labyrinth and Horizon 

| engines, and CID, the Conversational Informational Database. 
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Labyrinth is the indoor engine for rooms, corridors and cham- 
bers. Anyone used to a classic “dungeon crawl” will be surprised 
at the variety of indoor locations. They come in all shapes and 
sizes and are dynamically lit with point light sourcing. “We can 
insert a thousand points of light...” said producer Mark Caldwell 
— well worth the effort considering what the concept did for 
George Bush. Physics models for the indoor areas allow objects 
to light corridors and bounce off walls and each other as was 
demonstrated in alpha by throwing hundreds of bouncing, lit, 
brown bags down a tunnel. They should really have used that 
effect as a new spell: Bouncing Bags of Annihilation. Maybe not. 
Horizon is the outdoor engine that produces height mapped 
terrain in which 256 pixels equals 10 feet. Unlike anything they've | 
ever used before, it is being compared to a Magic Carpet-like 
engine. Might and Magic has traditionally been an outdoor game. 
“We always thought people liked experiencing the outdoors,” 


said Van Caneghem, “and we remember Might and Magic back in | 


the days when people did what we call ‘lawnmowering.’ There 
was something very compelling about filling in all the squares.” 
Certainly any of us who have played the older games remember 
traveling up and down the terrain like eating an ear of corn, com- 
pulsively, neurotically uncovering row after row of terrain-ker- 
nels. Now, you can go up hills and down valleys and even fly. 
When approaching a town, you actually experience the visuals of 
nearing it. They are continually working on creating a realistic 
‘smooth-scrolling view cone - one that scrolls fast enough. 


“Unless we've built an experience for the player that is complete- | 


ly smooth and realistically fast, then we've failed.” 

There are little details that they never imagined might have to 
be dealt with, such as making sure the NPC’s don’t cluster — or 
become “stuck” — or form unsanctioned labor unions. And there 
are always unexpected side effects, such as when the physics 
‘model was tweaked and characters began to behave like ping- 
‘pong balls...or bowling pins. 
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North, south, east, quest 


The object of the game is to investigate the disappearance of King 
Roland while being thwarted at every turn by demons anda 
human Doomsday Cult, which is able to generate disasters 
throughout the land - disasters like floods, earthquakes, snow- 
storms in summer, lost traveler's checks. Their activities are intend- 
ed to foreshadow the end of the world. So the player is charged 
with discovering what happened to Roland, where the demons are 
coming from, and what is the meaning of life? This is, of course, a 
broad description of the main quest, and since this is a classic RPG, 
it's a given that yagotcha main quest, yagotcha sub-quests, 
yagotcha party, armor, weapons, magic, etc. No multiplayer is 


available in this release, but watch out for Might and Magic Online - | 


already in the works. 


There are many sub-quests, one of the largest of which involves | 


getting information from a dismembered oracle with an Obi-wan 


Kenobi aura. But you can’t visit said oracle until you have appeased | 
the six members of the High Council — who, as you might imagine, © 
are not all in one place. There is a /ot of walking around to do while | 


appeasing, and these sub-sub quests range from the usual find- 
item-A-and-deliver-to-person-B, to more abstract goals. Of course 
the development team admits that the former are much easier to 
program. Realistically, though, designer Paul Rattner observes, 
“Obviously, people get tired of the loop: ‘Did you do it?’ ‘No.’ ‘Well 
then, begone!’ <time passes> ‘Did you do it?’ ‘No.’ Then BEGONE! 
Don't bother me again until you've done it!’ and so on. We've tried 
to offer a number of other alternatives.” 

One of these surrounds a Merchant Queen of Venice type charac- 
ter who has a commerce oriented quest, which involves making 
sure that the prices of goods maintain a certain level so that she 
may continue to ship them up and down the river. Another exam- 
ple is that of the child prince. The little guy is bored to tears being 


rich and all, and (eureka!) he happens to have an item you need. He | 


won't give it to you until you do something to make him happy... 
and not to spoil the story, let’s just say that what unfolds brings to 


/mind sideshows, trained seals and Robert Louis Stevenson. 


Allin all, there are about a 10 to 12 main quests, and 20 or so 
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There /s life on Mars. And in the twilight of the 21st century, it raises 
its ugly head. Dark Colony transports you to that not-so-distant future 
where warring corporations have plundered Mars and unearthed a 
horrific secret. Now,.all must suffer the consequences. 

This is real-time tactical combat — smart, visual, and violent. 
The animation? Flawless. Feel the heat.and toxic gases singe your eyes 


with each fiery explosion and massive eruption. 
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LAST SEPTEMBER, NASA SHOWED YOU MICROBES FROM MARS. 


TODAY, WE'D LIKE TO SHOW YOU HOW NICELY THEY’VE GROWN UP. 
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‘that are minor and/or regenerable. “Regenerable” refers to dun- 
geons that change dynamically. An already-cleared dungeon, for 
linstance, may become inhabited by something or someone asso- 
ciated with one of your unsolved quests and will hence need to 
ibe revisited. If you add to the quest-count the instances of gain- 


‘ing all possible skills and abilities, the numbers climb into the hun- | | 


dreds. For instance, attaining a master skill might involve finding 
the correct person from whom to learn it, who may be only avail- 
able in a specific city during a specific season — all sorts of parame- 
ters may interfere with speedy completion of all quests. The main 
‘reason for this is the game’s “Real World” environment. 


by 


You must i ag this... RPV 
as time goes ) 


Real time ae a much sae perspective to the quest portion 
iof the game. Because the world is ongoing, you need to employ a 
lot more strategy than ever before. You will need to be aware at 


ronment offers many “window of opportunity” moments. If, for 
lexample, you receive a message that such-and-such a dungeon is 
“open for season,” there will be other adventurers wandering 
jaround who might compete with you for its contents. It is not, as 
in previous games, full at all times, a book waiting to be read. The 
“Act Now” caveat should be heeded. You're going to want to fig- 
jure out who is going to be where when, and of course there will 
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‘be clues to the whereabouts of various characters throughout the | 


game. The clue system is dynamic and runs off the very-nifty-if- 
unwieldy- -to-program CID database. Before, conversation was of 
ithe SPEW variety — when you walked up to characters, they 
spewed out everything out they knew, and then if you forgot and 
went back to them they spewed it all again. Now, given the real- 
time clock, what they tell you must change as the game progress- 
ies. For instance, upon inquiry, an NPC will tell you that 
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all times of the time of day, month and season. The real time envi- | 


‘mation thereof. 


Strange encounters of the fourth Kind 


Perquattlespielmundo the Greek is currently in the next village, 
but if you return a week later, you'll hear that the Greek is on the 
Island of Toothpaste expecting the imminent birth of twin 
nephews (all theoretical, of course). 

Since record keeping will be essential in order to encounter 
people and places in a timely fashion, there is (as always) a log 
book for notes which automatically records significant ' 
events...(well, not as always...remember when you actually took 
notes with a pencil?); and a calendar of past and future events 
that are date or season specific. | 

You may, however, change the real-time mode into turn-based. | 
Why would you? In general most people will want to use turn- | 
based mode only during combat (or if they will be constantly and 
indiscriminately called away from a game in progress — playing on | 
the job, parenting, diarrhea...). 

During non-trivial combat you will be able to execute your | 
attack with much greater skill if you have the time to plan. Also, | 
your targets will not be moving as you aim. 


Robbing the Renaissance fair #Qéqu 


The people whose portraits are being used as NPCs are a cos- 
mopolitan bunch, many of whom were nabbed from local 
Renaissance fairs. Actors sat and posed for their 53+ expression 


‘composites — having to make all 53+ faces numerous times — to | 
inject photorealistic interaction into the interface. The heads will | 
fidget, and converse intermittently depending on your (oreach 
other's) actions. The portrait “reactions” have been very endearing | 
‘in the previous M and M games, and now we see expressions 


labeled as “Doh1” and “Doh2”, and my personal favorite, expres- 


sion #51, the “straining” expression that looks a lot like its provider 
‘must be passing a kidney stone...or giving birth...or something. 


A speaking mode will provide not true lip-synch, but an approxi- 
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y  ...seeking and. destroying multiple virus: strains. 2 


Get ready for the most original game in years. tlre thee ane: wets Fy ale a 
journey inside your computer to confront the infection =" awayg at 
your files. : 


Travel through your graphic files in 3D and see those cee es” royal He” 
walls. Battle a Virus inside a .WAV file and hear the .WAV mixed in with 
the sounds of combat. Build an anti-virus Mise peed inside. a ere ae 


Protect your Windows™ folder at all costs. ae your ertdic: ae is 
infected, your screen display will corrupt. And if your mouse Gr Tes 
is hit, you might lose control altogether. cr Shee ose: 


Just remember: It"s only a 
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‘Earth Magic 


oe ‘Light Magic if A component of some of the str strongest spels i in the game. Usable only 
‘ by Clerics and Sorcerers, it cannot be chosen before starting the game 


Defensive in nature and includes spells that protec, bind and strengthen 


Dar Magic A component of some of the strongest spells i in the game, ‘usually with Dark magic must be learned and mastered during your travels ea 8 
some unwanted side effects. Usable only by Clerics and Sorcerers, _ 


| it cannot be chosen before starting the game : : : 5 
‘Spirit Magic Concentrates on spells involving life and death, including spells t Be = bem master rankings permit access to greater spell-versions oe 
a ‘aise the dead, spells that affect the Undead and influence aging _ Lee : 
. aennewree araananannannanitnnnna sananeyennarytnnavennoeneehnnnian anadnninansnnnersn 


+ “ina Magic Offensive and informational: including charm, confusion, ‘and telepathy “ pert and master ranking permit ac access sto greater spel-versions W 


Concerned with spells of healing and enhancement. | ‘Expert and master rankings permit access to greater spell- versions : 
___ Spells to heal, wound, and cure disease and poison are allincduded = 


: identifi ies an item if your character's skill is high enough : ICentain ite items requir your character to be an expert or master in n this skill to properly identity them: 


~ Reduces the resentment you create when haggling Fed Fs 8g a Expert and master merchants further improves your initial bargaining position bei 
over the price of items and equipment , a8 


Allows your characters to repair broken equipment. Expert i master skill rankings allow you to repai complex items and artifacts 


Bodybuilding "Ad it points decoy your character's hit point totals Re (Multiply t the level of this skill b by the characters base class bonus to get the total. Expert ranking doubles this total | 


and master triples it | s 
‘Meditation wis spel pints drecty to your ‘character's spell point totals Multiply the level of this skill by the character's base class bonus to get the total. Expert ranking doubles this total 
a we “ and master triples it | 
Perception | Hipeaeesie your ur chance f noticing a trap as it goes off and Se Higher skill allows you to escape stronger 
i | reducing or ‘avoiding the damage it would cause different types of A 
Di iplomacy : o Reduces the resentment caused when you bribe threaten 
| L ar = pr beg. a character for any reason 
Steal i i Gives a chance to steal and item rom a merc ai 
| out his or her noticing Mee ee 


s ee : ‘Pick Locks nee a chance to open a locked door bas e 
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(2) COMPUTER GAMES 


alcon 3.0 debuted in December of 1992, with add-ons like MiG-29 following like 
clockwork. The whole package was offered as Falcon Gold in 1994. After that, the 
Spectrum HoloByte (now MicroProse ) F-16 factory fell silent, and the game slowly 
faded. Still, over one million “Falcon family” products shipped; the game is a franchise 
with a huge, loyal group of disciples. 

After two and a half years of development, the new version is almost ready, and a visit 
to the MicroProse office afforded a peek at a pre-Alpha of Falcon 4.0. The game was clearly 
not finished but the structure is in place — this game is no longer a rumor. Only a formida- 
ble amount of routine programming work remains. The race is on to make the holiday 
selling season [or maybe early 98 - ed]. Merry Christmas, indeed, Viper Drivers! 

Falcon 3.0 “pushed the envelope” in almost every aspect of flight simulation. It had 
amazing graphics, a dynamic campaign function and detailed flight and weapons model- 
ing; it also caused many people to buy faster computers. Falcon 4.0 follows right in the 
wingtip vortices of its renowned predecessor in all of these areas. The game is a Windows 
95 multi-player air combat simulation, modeling a full-scale war in Korea. Designed from 
the start as a multi-player operation, you may also play solo with computer Al filling the 
other cockpits. The graphics are all new, fully adjustable and optimized for various 3D 
accelerator cards. The campaign function is a real-time wargame in which you are merely 
one participant. The code for the flight and weapons models is totally new with realism as 
a major goal. 


The view is magnificent 

The first noticeable change is in the graphics. While the 2D graphics are very, very good, 
3D is the place to be. The game employs an in-house “rasterizer” that interfaces with 
DirectTriangle while using DirectDraw for the frame buffer. Simply put, it supports any 
Direct3D card but optimizes performance for specific high-performance chipsets (like the 
3Dfx) with spectacular results. The set-up screens use 800x600 resolution while the simu- 
lation display is adjustable from 640x480 up to 1280x1024. Falcon 4.0 runs in 65,000 col- 
ors, providing an extremely realistic and “believable” environment. 

The team modeled the entire Korean peninsula using satellite photographs and accu- 
rate elevation data. This full-sized terrain was then texture-mapped with actual aerial pho- 
tographs of rivers, lakes, forests and all the rest. Korean canyons, mountains, cities, air 
bases and bridges are at their real-life lat/long coordinates. The graphics display also 
incorporates a “level of detail” system that smoothly reduces detail in distant objects 
while preserving the basic shape. 

Terrain is not the only visual feast. All game objects are individually drawn, texture- 
mapped, light-sourced and Gouraud-shaded. There are dozens of different aircraft types, 
all detailed and painted in correct color schemes. The ground vehicles are similarly 
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spectacular visual effects as they fall to earth 


detailed. It’s very easy to lose sight of well-camouflaged objects 
against the realistic, rolling terrain. You can “zoom” the display to 
make them twice the normal size until you get comfortable. Since 
it’s a real-time campaign, you'll fly missions around the clock. 
Sunrise, sunset and moonglow are all present and illuminate the 3D 
objects in the game, with good sunblind effects as well. Flight con- 
trols are articulated, radars have rotating antennae, vehicle turrets 
track, guns elevate and there are aircraft in the hangars. Falcon 4.0 is 
packed with careful craftsmanship. 

There’s no free lunch, however. Keeping a good frame rate with 
highly detailed graphical content and sophisticated flight and cam- 
paign models has been the toughest challenge for the design team. 
In true Falcon form, you can turn off some of the eye candy. 
Nevertheless, even after turning off ground textures, and similar 
non-essential items, you may still not be able to run a major cam- 
paign without a powerful CPU. A 90MHz Pentium may only run the 
Instant Action option if you have a good 3D card. Realistically, a 
133MHz Pentium is the minimum for playing a full campaign; while 
it’s playable on that machine, there are many additional, selectable 
features that will require a faster computer. These features will keep 
it “cutting edge” on next generation machines and provide long, 


A view of the unfinished virtu / cockpit. You can slew the view or 


interesting gameplay. lock it on to 2 target. This is an example of the routine type of work 
gg y 


Where'd he gor Where'd he gor 
Gimme a vectorl 


Trying to shrink this huge 3D world into a 2D monitor screen is always difficult, so there 


had to be more than the usual fixed views normally activated by the hat switch. The stan- 


dard “through the HUD” picture is available with or without the cockpit. A full screen 
Multi Function Display view can be selected with the same option. Like Back To Baghdad, 
you can transfer one MFD to a separate monochrome monitor using a second, Hercules- 
compatible video card. A scrollable virtual cockpit option exists as well, with mouse-acti- 
vated switches. 

There’s a more intuitive, improved padlock view reminiscent of Falcon 3.0 and another 
padlock view that locks your Mark 1 Eyeball to the bandit while in the scrollable cockpit 
(your view will pan around the cockpit to follow him). A third split-screen padlock view 


looks normal until the locked object leaves the standard field of view; it’s then replaced by 


a floating image that moves around the screen, giving the relative location of the target. 
The left side of this screen uses bars to show the angle off both your nose and his nose 
and distance to your normal field of view. While it sounds complicated, it really simplifies 
getting your nose pointed at the bandit. There’s even an ACMI recorder which can save 
about five minutes of your mission for later review. 

Your sense of hearing provides vital clues, too, with more sound files than any of the 
previous games. There will be pilot chatter, situational awareness warnings from the 
AWACS and more. The files utilize about a dozen different actors. All transmissions use 
correct information in approved military formats; they are what you'd expect to hear in 
combat. Presently, there is no actual voice communication between players as in 
Warbirds; the required bandwidth is not available given all the other data that is continu- 
ally exchanged. Technological advances may yet allow voice to be added, so stand by. 


Is It real or Is it C++P 

The flight model code was completely rewritten, replaced with code using C or C++. 
Aircraft flight characteristics are based on “public sector” data, sources like aircraft flight 
manuals or Jane’s. This info was built into each aircraft’s flight model and then repeatedly 
“flown” on the computer and tweaked to meet published specifications. For the final pol- 
ish, actual fighter pilots were employed to evaluate accuracy and feel. For example, Pete 
Bonanni, a USAF F-16 instructor and author of Art Of The Kill, is a significant contributor. 
Bonanni made valuable inputs to the flight model, helped design the tactics used by the 
computer Al and is also a voice actor. 

Considerable effort is going into ensuring realistic hardware. The simulation models the 
Block 52 F-16C model, a newer variant than the old A model. New dual Multi-Function 
Displays present startlingly clear Infrared and low-light TV targeting information. There’s a 
much more capable APG-68 radar display with over ten modes. The HUD also has over ten 
modes to cover all aspects of navigation and weapons employment and a new HARM tar- 
geting system adds Wild Weasel capability. 

This hi-tech machinery delivers the standard, substantial F-16 weapons inventory: the 
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This “through the HUD” view shouis the Block | 
52 F-I6C cockpit with the new dual MFD dis- 
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This shot displays the accurate, rolling ter- 
fain that results from careful mapping of 
information from satellite photos and eleva- 
tion charts. You're going to enjoy ripping 
down the canyons at 600 knots! 
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usual air-to-air missiles, air-to-ground ordnance and the all-purpose 20mm gun are at your 
disposal. The damage is modeled in routine flight sim fashion. Every object in the game is 
assigned a “point value”; when this value is exceeded, the object is destroyed. Objects are 
split into about ten classes, such as “thin skinned-airborne” or “heavily armored-ground.” 

Each weapon delivers a pre-determined number of hit points, depending on target clas- 
sification. The flight models are affected by damage, with the airframe and avionics treat- 
ed separately. This is one area where Falcon 4.0 may not lead the simulation pack. Hits are 
localized on the airframe by a left, right, front, back, top or bottom system. Wing damage 
is different from tail damage but hitting the aileron is the same as hitting the wing. Both 
Warbirds and A-10 Cuba!, among others, feature highly detailed damage mapping with 
more specific effects on flight model performance. 

Four! Fourl Four garnes in one! 
You'll be presented with four play options. Choose Instant Action and with two mouse 
clicks you're engaged in “me against the world” air combat. Think of Instant Action as the 
arcade option. You’re jumping into the thick of it immediately and ultimately you're going 
to get waxed. 

The second option, Dogfight, is a multi-player mode (although computer Al can stand 
in for any or all of the other 15 possible players). Essentially, four flights of four get it on. 
Almost all parameters are user-adjustable, in typical Falcon style. Dogfight features two 
different scenarios, Furball or Matchplay. In Furball, the goal is to be the last man airborne. 
Matchplay is team oriented; you'll select a required number of kills and the first team to 
achieve that number wins. Teams can consist of any combination of real people or com- 
puter Al pilots. 

The Campaign mode is a unique, real-time simulation; when you click the button, the 
war begins and won't stop. There are three initial starting scenarios: both sides along the 
DMZ; with combat triggered by a North Korean surprise attack; South Korean forces 
backed into the Pusan perimeter with US reinforcements arriving; or US/South Korean 
forces approaching the Chinese border, provoking a Chinese intervention. Dozens of 
active flight plans are continually available; select your mission and go to the briefing 
screen. Here, the strike package composition, intelligence reports, waypoints, time to tar- 
get, ordnance and even emergency airfields and procedures are given. All mission profiles 
are at hand: air-to-air, air-to-ground, suppression of enemy air defense (SEAD), etc., and 
you may start at the field or en-route. Once again, you can tailor almost every aspect of 
the mission. 

Coupled with this real-time aspect is a wargame Al that simultaneously controls hun- 
dreds of aircraft and vehicles. Your performance determines how well all allied forces in 
your general area do. In the main battle area this can have considerable effect, but in a less 
important sector, the results are not as noticeable. The Al is detailed in other ways, too. 
Assume you fly a successful mission against a bridge vital to an enemy tank battalion's 


If it’s Instant Action You Te after this is the 
Screen for you. Pick your mission type, 
» enemy Skill level and air defenses 


| The victim of the RIM-9 heater comes toa 
sudden stop as the wreckage hits the 


: slons just above the ground and the shack 
wave that spreads from the point of impact 
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route of march. When the tanks can’t cross, they won't sit like motionless morons waiting se... a 
for some ace with a wingload of Mavericks to light up their life. Their commander, Sy GUN «HL SaDcrt 53a 
Comrade CPU, will immediately try to find another way to cross the river and achieve the a Bea 
objective. Similarly, if you elect to deviate from your mission orders and take out North ll mt van 2 ate 


Korea’s Illustrious Leader in his palace, there will be repercussions. At the very least the 
tank battalion will achieve its objective and get new orders, but the tanks may over- 
achieve and seriously damage the Allied cause. Your attack might also cause immediate 
intervention by Chinese forces. MicroProse claims it’s a far more detailed and “real-time” 
wargame than DID’s EF2000 Wargen engine, the current front-runner. 

The fourth mode of the game, Tactical Engagement, consists of a training area and a 
complete mission builder. A few canned missions are provided for training purposes; this 


is the place to practice dropping iron bombs. Mainly, it provides every tool needed to : ig > a 
design an entire mission, placing all air and ground assets, and selecting waypoints and 7 fio Eaten Strear jeads io the heart of 
weapon loads. Falcon fans will be able to design their own missions and fly them coopera- ss ARSRGRPRNGRS V7 o1 ay Mm fo] (mt =t-ae yea af o=1/ o 
tively or competitively. Such player-designed scenarios will be useable in the Total  sityation map top right and mission route 
Entertainment Network (TEN) arenas. bottom right 


The most exciting aspect of this game is the focus on multi-player participation. There 
are no differences between the multi-player and single-player campaigns; you can start a 
flying by yourself and other human players may join in at any time. There are four meth- The most exciting 
ods to link up and play: the usual modem and direct connect methods work for two play- - 
ers, with cooperative sorties and head-to-head play available. The LAN option should sup- ASDpe if & of this gore 
port 20-30 players in campaign action. Plans for TEN include hundreds of players interact- oe & : 
ing in each of several campaign arenas. The squadrons that form to play on-line are [= the focus on 
viewed as key to the successful retail marketing of the game and to establishing a strong | a 2 
on-line community for TEN. S multi-player 

Falcon 4.0 appears to be the logical evolution of the Falcon franchise, with something 
for everyone from the beginners to the vets. Strong multi-player capability almost assures a Darticipatio 
a huge following; jet enthusiasts have been waiting their turn on-line for a long time. 8 - : 

Expect a new Hornet, a new MiG-29 and additional theaters once Falcon 4.0 becomes 
established; the “factory” is back in production. -John Nolan 
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hen the evil sorcerer 


Balkoth threatens the peaceful 
people of Urak with death and 
destruction, brave heroes with 
magical powers must rise up to 


stop the reign of terror and 


8 macrcal- races 


defeat the forces of tyranny. In 
Lords of Magic, the successor to the popular Lords of the Se gee 
Realm II, you enter a fantasy world where good and evil As you explore the land of uc Olin : 
fight for primacy against a mystical backdrop of wizards, yow Il battle in dack and mysterious 
warriors, spells and storms, giants, caves, castles and dungeons 


gnomes, and Barbarians. 


Building on the dramatic features that 
made Lords of the Realm Ila break- 
through in strategy gaming, Lords of 
Magic combines turn-based exploration 


and resource. management with  real- 


time combat. Join forces with others 
(up to six players can compete on a 3-p TELla i nika iso c 
LAN or over the Internet) or marshal 3 
your forces to take on Balkoth and his Barbarian allies alone. 
Youll command up to Eighty. creatures, including elves, 
vampires, skeletons, and gargoyles, as you defeat evil and save 


the realm. Wielding the forces of magic 


through spells and artifacts of power, 
you can take multiple paths to victory: 


more choices, more outcomes, ‘and 
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unlimited replayability. 


Lords of Magic features.a true 3-D 
game map, with 16 bit SVGA 
Graphics and a powerful map — 
editor that puts you in control —-, "} 
of terrain height, topography, 


and texture. 
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arts to conjure magical 
creatures and train 


new acolytes 
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. fans-short-for-fanatics who have gone on 
strike from life until the day arrives when 


_ for Glory games. In this one, the silver city is 
in deep &*!%. The Ruler has been assassi- 


deeply embedded into the atmosphere of 


_ land with a distinct flavor of the 


ow many of you have on your shelves a little game called 
Hero’s Quest under a thick layer of dust? Sierra was not 
able to call it that for very long, so if you do have one, 

hang onto it as a collector's item. Instead, you hero wannabes proba- 


a bly have one or more of the more-acceptably-named Quest for Glory 
_ games. A number of years ago Lori and Corey Cole created Quest for 


Glory, which was one of the (if not the) first Sierra games to cross- 
dress. It was a truly hybrid adventure/CRPG, and the flavor continues 


in the newest member of the group, Dragon Fire. At last count there 


were 12800 fans signed up to the Famous 
Adventurer’s Correspondence School - 


they'll get their hands on the latest title. 


Mediterranean Nights 
Silmaria-by-the-Sea, on the kingdom of _ 
Marete, has been focal in many of the Quest 


nated by a deadly poison and an unknown 
assailant. The world we'll see has its roots 


Greece and Greek mythology. We'll see a 
Hydra, Cerberus, and even enter Hades in a 


Mediterranean. In order to solve the assas- 
sination, you must enter the Rites of 
Rulership, and prove your own worthiness 
to become King - but you won't be alone. 
In the single player game, other characters. 
are vying for the same distinction; most 
notably, Elsa Von Spielburg from Quests For Glory of yore. 

The main quest to become King involves completing as many of 
the seven Rites as possible: Freedom, Conquest, Valor, Destiny, 
Courage, Peace and Justice. In addition to the fact that your goals 


will be accomplished differently depending upon the character you 


choose (Hero, Magic User or Thief), your ability to encounter several 
of met rites at all will ee ee oe other characters’ Pica ess 


series we ina musically gut ohe RPG 


“not a requirement, but it could relieve stress (“or produce i i 
you cry). Certainly it produces the Plot Tree From Hell. 


to spend the evening jumping in and out of bodies of wa 


The Quest for Glory Team in a pile 


the gold-digging ochre gil from Quest for Glory Il, Ejsa Von 
Spielburg (also your main competitor), Erana or Katrina. M 


Skills 2 are ie iercroved by practice rather than being pole enhanced oF : 
level-related. For instance, if you don’t have a life, you might decide 


Dragon Fire. At the end of the night _ 
you'll not only have missed the things | 
that normal people do - you'll have an 
expertise in virtual swimming to show 
for it (which may not be a bad idea 
given the fact that they estimate around 
20% of the game will take place under 
water). Down in the Thieves Guild, 
there's a practice dummy with little bells 
on, on which to practice your pickpock- : 
eting skill. As your stealth improves, the — 
bells ring less. After you finish, you can 
let your cat practice for a while. 

You will be able to import your stats - 
from the last game in the series, which 
you will probably want to do if you’ve : 
playedit.lfyouhaven'tplayeditand 
intend to play this game, you should 
probably buy it now — especially if you're 
interested in competing with Paladins ~—syT 
during multiplayer. You willnotbeable © 
to become a Paladin in this game, so the 
only way to attain one is to import it... a 
ploy to promote sales of the not-recently-shelved title. 

This time around, they've jumped on the multiplayer bobdwaenn. 
They describe it as a “slimmed down version of the single player 
game.” You should be able to jump in, play for 30 minutes and j jump — 
back out. Multiplayer mode is intended for three players in any per- 
mutation of the main character types. Only three? Well, yes, as they 
insist that the game's technology is too CPU-intensive to handle 
more, even though their SIGS engine will support more than three. . 
You can enter or exit the multiplayer game at any time (unless you 
are the host, in which case you are stuck, er...blessed). You will play 
cooperatively and competitively, as there are portions of the game 
that require each. [See more multiplayer cussion | in His month's 
Road to Nowhere on page ice ] 
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Its got the look... 
The gameworld is sizable with approximately 50 different rooms, each one 
having approximately three different nodes within it, which (after much math- 
ematical calculation) turns out to be approximately 150 locations. Although 
the artwork uses a 256 color palette, at a glance there is a richness that 
appears to encompass many more. 

The view switches between third and first person view, with instant camera 
changes they hope will give a very cinematic feel. Producer Jay Usher states, 
“We've taken the product from the 2D game that it always was and taken it to 
a 3D level — without offending the player. [ls 3D usually offensive?] They'll feel 
it is a natural progression. The designers are trying to present a high-res 3D 
rendered background that the characters can interact closely with. These 
backgrounds are applied after the character is already in the room.” 

And the characters look great so far. The artists are employing a voxel tech- 
nology (“volume pixel”), which allows for very high polygon count characters ee i 
which don’t look quite as chiseled as we are used to seeing. Once a high- 8 epic Weis distance 
count polygon based shape has been “voxelized,” it no longer contains the ieRelbemaalurcieral wer 
individual polygons it started with. The programmers have said “vertices 3 RE aah 
begone!” The result reveals wonderfully detailed characters with fluid anima- 4 : 
tion. The underwater scenes, in which their Particle System enables bubbles 
to stream behind the hero as he swims, are ethereal, shimmering and lovely. 


Chance’'s are... 
Although there is much that’s impressive about various aspects of the in 
utero game, the thing that is most breathtaking is the score. In the small but 
adequately-equipped sound studio (a sound-proof booth where at any 
moment some emcee was bound to burst in to ask the $66,000.00 question), 
is composer Chance Thomas. Prominently displayed in the room are his 
Emmy award, three Tellys and Aurora award - enough to send most folks off 
in a ego-bubble, never to return. Not Chance. No chance. This musician and 
composer has created an entire orchestral score for Dragon Fire, the beauty 
and complexity of which are indescribable. You'll need to hear it for yourself. 
The man’s passion for music (not just his — al/ music — he feels it) flows 
almost visibly through him. He played various strains of his composition, nar- A merchant 
rating all the while what would be happening in the game during each and his wares 


moment. Each room, dramatic sequence, lonely, poignant moment, are mas- wy PEDERI 


terfully supported by the musical themes. From the haunting chant-filled 
melodies of the Dryad woods, to a tavern polka-like theme, to Mediterranean 
lyric guitar, to seemingly anachronistic “workout” music (a real comic turn), 
the units combine into a full musical score that is such great listening, that it 
will be released in addition, separately from the game. Best of all, the moods 
of the game have been uncannily captured in appropriate degrees. Scenes 
will be supported with music of grandiose pomp... or with the utmost subtl- 
ty... depending on the needs of the game. And that is the difference 
between a good composer and a great one. A good composer can give us 
work of tremendous quality — that serves itself well. A great composer can do 
the same, but will know how to make the music serve its purpose. 

It'll be interesting to see whether this title, with its voxel technology, 
beefed up combat and multiplayer aspects, will be something of a non- 
sequitur in the long line of Quests for Glory before it. Even if it is, it still retains 
the characters and storyline which have served it so well to date. —Cindy Yans 
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The return of the god game 


Bullfrog * Dos, Windows 95 


uick, what's the earliest real-time strategy game you 
can think of? If you said Command & Conquer, either 
you're new to all this computer gaming stuff or your 
brain needs a little more RAM. If you said Warcraft, 
give yourself a C for effort. If you said Dune 2, close, but no cigar. The 
great grandfather of this overpopulated genre is the ten year old 
Populous, the game that put Bullfrog on the map while Magic Carpet 
was still just a twinkle in their eyes. Its sequel even featured multi- 
player modem games back when 14.4s were cutting edge. Now that 
everybody and their uncle has thrown their two cents into the genre, 
Bullfrog is giving this seminal game another incarnation with 
Populous: The Third Coming. 


But isn’t there a danger of this title getting lost in the onslaught of 
real-time strategy games? “The market is very competitive,” said 
Brian Allen, a representative for Bullfrog, “but it doesn’t scare us 
because [real-time strategy] is the hottest genre right now. Also, we 
found out that Populous has a solid following; a lot of people still 
remember Populous, which gives us a lot of confidence. Plus, 
Populous: The Third Coming has technology never seen before, which 
differentiates it from the competition. And the gameplay will differ- 
entiate us, as well as the concept of the god game.” 

The term “god game” has fallen by the wayside in favor of “real- 
time strategy,” but it was Populous that inspired the original term. 
The player assumed the role of a god, viewing his people from an 
isometric overhead view. You moved around a little ankh to attract 
your people, leading them into battle or unsettled lands. There was 
the occasional miracle (generally a catastrophe visited on the 


enemy), but you were otherwise limited to patting down land so your 


people could build houses and reproduce. You were essentially a 
voyeur with a bulldozer. The newer games in the genre gave the 
player direct control over his units, abandoning the deistic model for 
a more hands-on approach. War replaced religion as the milieu: 
rather than a player’s followers going forth and multiplying, they 
went forth and kicked some ass. The emphasis on combat sans the 
traditional turn-based gameplay gave rise to the phrase “real-time 
strategy,” which was more accurate than “god game.” 


Populous: The Third Coming will restore some of those elements that 
have been abandoned. For starters, the resource model eschews the 
hackneyed money, gold, or ore, using instead mana, which comes 
from the people who worship you. These people will start out as wild 
men, scampering about drinking from pools and plucking berries out 
of trees. Onto the scene comes the shaman, the player's main follow- 
er, who barks out incantations that sound like something half way 
between baby talk and speaking in tongues. One of the commands 
available to her (yes, she’s a woman) is Convert, which will attract 
nearby wild men and make them your followers; their little gray loin- 
cloths change color to reflect their allegiance. The more followers 
you amass, the faster you generate mana. One of the twists is that 
your shaman uses mana when she converts: you gotta spend mana 
to make mana. Another twist is that when followers are killed, their 
little ghosts ascend to heaven and they’re quickly reincarnated as 
neutral wild men, ripe for conversion all over again. Death is appar- 
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Nothing like a meteor storm 


to ruin a nice day 


Different worlds will have different terrain sets 
and different lighting conditions 


Building structures used to be up to your followers; the structures 
in Populous: The Third Coming are now built at your command 
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ently not a permanent condition in the world of Populous (when the 
shaman dies, she too is reincarnated, but only after the player loses a 
healthy chunk of his mana). 

The other use for mana is miracles. Natural disasters are the play- 
er's main offensive arsenal; this is another element worthy of the 
term “god game.” Swamps, Earthquakes, Lightning, Tornadoes, 
Meteor Storms, and Volcanoes will all be fondly remembered by 
Populous veterans. The game-winning floods of the earlier versions 
(just build all your settlements two tiers above sea level, then use a 
flood to increase the water level by one tier and drown all your 
opponents) have been scaled back to Lakes, which can be crossed 
with Land Bridges. New miracles include the Angel of Death, the 
plague, and ghost armies. The bulldozing that was such a significant 
part of the earlier games is now left up to your followers, who will 
flatten land as needed when assigned to build. 

Another godly aspect of the game is the emphasis on conver- 
sion and preaching. While killing your enemies’ followers is an 
important part of the game, winning them over to your side where 
they'll contribute to your mana pool is far more important. 
Converted wild men can become preachers, who will cause all ene- 
mies to sit down and listen to their sermonizing. The members of a 
preacher's audience won't respond to their god’s commands. Once 
they’ve heard the Word, there’s a chance they'll convert. Preachers 
can only be attacked by other preachers, so they have a defensive 
and offensive function. 


According to dogma 


But there are some new elements in the game that reek of “me too”- 
ism: other successful real-time strategy games have included certain 
features, so it seems any new game in the genre has to have the 
same features. In Populous 1 and 2, followers tended to merrily go 
about their own way, building homes and wandering about bliss- 
fully. They would occasionally skirmish with heathens or follow 
knights on crusades, but overall they were independent creatures 
doing their own thing. The Third Coming allows the player to con- 
trol each follower like an automaton, opening up the game to 
micromanagement. This wargaming element is typical of real-time 
strategy games, but it’s completely new to the paradigm of “god 
games” that Populous established. Commands include specific 
movement and attack orders, patrol routes, wood harvesting for 
buildings, wood stockpiling, entering and leaving buildings, and 
boarding and exiting vehicles, as well as some specific commands 
for certain character types. 

Other concessions to the recent real-time strategy conventions 
are unit upgrades and buildings. The game features different build- 
ing types, all of which take time to build as your followers go to work 
gathering wood and building the assigned structure. Most buildings 
will allow one of your followers to change into a more powerful 
character. Stock the building with enough inhabitants and let the 


You can see here the ghost of a follower heaven-bound. 
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training process run its course; eventually, an upgraded character 
emerges, ready to do your bidding. The hierarchy of followers begins 
with the newly converted wild men, who becomes braves. Braves 
can become warriors or preachers; warriors can become super war- 
riors with flaming fists and ranged attacks. Spies are also available, 
allowing you to infiltrate the enemy camp and see how many follow- 
ers he may have hiding in his buildings. Spies can also sabotage your 
opponent's building efforts. Some buildings can construct ships and 
balloons that will transport your characters across impassable ter- 
rain. A drum tower will attract wild men from the surrounding area 
so you won't have to hunt them down to convert them. 


Thinking globall 

One of The eae most ee features is its look. This is 
one area where the concept of a god game shines through brightly. 
The worlds are built on a large globe where the terrain wraps around 
as you'd expect (no corners to hide in). Your view can be zoomed in 
and out, from a perspective far out in space to a close up planetside 
view. But even in its tightest zoom, there’s still a sense that you're 
peering down onto a world from high above: you can see the curva- 
ture of the earth and the sky behind it. Like a real globe, the terrain 
spins and rotates at your command (a jump window allows quicker, 
but less spectacular, view shifts). The intricately drawn terrain, elabo- 
rate morphing effects, and richly lit catastrophes are all legacies of 
Bullfrog’s Magic Carpet. Direct 3D support will be used to smooth the 
textures, speed the graphics, and spruce up the special effects. 
Different worlds will boast different environments: snow, deserts, 
tropics, and nighttime worlds, for instance. As with the earlier 
games, different environments will affect the inhabitants’ hardiness 
and speed. 

The player works his way through six levels, each with five worlds, 
one of which is a bonus hidden world. The shaman is the consistent 
link from world to world; she amasses new spells and technologies 
as she visits new worlds. The early game and end game are linear, 
but the middle levels open out in a branching structures: if one 
world is too tough, your shaman can back out and work elsewhere, 
returning to the previous world without losing any progress she 
made. Populous: The Third Coming will support the standard range of 
multiplayer connections, but at this point only direct and IPX con- 
nections are confirmed in the final product; TCP/IP connections may 
have to be added after the release. Up to four players can butt heads 
over a world in a free-for-all melee or in teams using the game’s 
alliance feature. 

While this fall and winter will see real-time strategy games as 
numerous as stars in the sky, it’s refreshing to know that at least 
one game will try to bring the genre forward while reaching back 
to its roots. If Populous: The Third Coming stands out enough to 
revive the term “god game,” it'll be a welcome addition in a sea of 
clones. -Tom Chick 
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Available 4th Quarter 1997. 
Call (800) 933-2983 for a FREE demo or download it from www. bluebyte.com. 
Mention source code # INCSP1197 
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6 ¢ Incubation looks to be one 


of the best tactical combat 
games of the year.?9 
PC Games 


¢¢Every single weapon has some 
kind of demented effect, all of 
which are wonderfully ie 
and twisted. 99 - 


online gaming 1 review 


66. Blue Byte has created what 
has to be one of the best looking 
strategy games ever.) ? 
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¢¢For action lovers, Extreme 
Assault is a must-have and 
is simply the best game of 
its type around. ? 


fake! 


breath you 


Computer Games Strategy Plus 


¢ Blue Byte unleashes one of z. | | 
the most beautiful graphic : . a _ i eee Command a 21st century attack helicopter and 
engines ever to hit the PC...9 | oe a oe battle tank with simple arcade style controls! 


PC Gamer 


¢¢ Extreme Assault attacks your 
senses with white-knuckled 
gameplay, eye-popping graphics, 
and hair-raising action. ? 9 


Boot Magazine 


xtreme Assault will tingle your . * a 4 GS 2, Fight over 50 intense missions in 6 enormous 
spine, raise your hair and thrill Re: x. ~~ > levels complete with secret caves and tunnels! 
your soul in a way that very cg ati : 


few games can.) ? 
Computer Gaming World 


(Aman 


Battle up to three of your friends in the unique 
a multi-player operation areas! 
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Available in Stores Now! 
Call (800) 933-2983 for a FREE demo or download it from www-bluebyte.com. 
Mention source code # EASP1197 
Blue Byte Software, Inc. ¢ 870 E. Higgins Road, Suite 143 © Schaumburg, IL 60173 ©-1997 Blue Byte Software, Inc. All rights reserved. 


{ware 


ai 


ofB 


a 


HAT Ny 
i) (ah [) 


1S 


yth 


M 


on 


ucts Co 


Prod 


a at 


Now you can go hand-to-hand with the enemy on a smoothly 


ne | rolling 3D landscape the way you ve always imagined. The environment 


of Myth: The Fallen Lords is so real that every bloody limb, every scattere 


sword, every unexploded charge tossed by a ground-rippling explosion 


remains a live element ready to be seized and used by OF against you. 


Not limited to a simple overhead view, you'll rotate around 


troops, follow the arc of a burning arrow and zoom in on the slaughter. 
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ric Parker is the MacGuyver of flight sims: MacGuyver 
would take a piece of gum and a shoelace and put 
together a crude radio transmitter; Eric Parker, on the 
other hand, once used a teletype machine and a few 
algorithms to fashion a rudimentary flight sim. But tech- 
nology has finally given Parker the tools he needs to makes the sims he 
wants, which is no mean feat with his high expectations. “On the PC, 
there isn’t any kind of quality in terms of flight model, with very few 
exceptions,” he says. The highest praise he has to offer goes to Flight 
Unlimited, whose flight model he describes as “pretty reasonable.” 

So who is Eric Parker that he can be so critical towards flight sims? 
For the answer to that question, boot up Activision’s A-70 Cuba! and 
take a look at what Parker’s company, Parsoft, can do. Although some 
might describe this sim as a flight model in search of a game, there’s 
something special here. Just taxi down the runway to get a sense for 
how right it feels; it’s all the more impressive once you're airborne. 


Parker's talents are now focused on Fighter 
Squadron: Screamin’ Demons over Europe, a World 
War Il-era sim being published by Activision. His 
approach to building Fighter Squadron’s flight 
model is the sort of revolutionary idea that will 
either be regarded as ingenious or mad. Most sims 
use what Parker calls rate-based models to deter- 
mine an airplane’s behavior. An object is tagged as 
a B-17 or an Me-262 and the database stores rates 


The coast-of England — if you're a returning American or 
British pilot, a welcome sight, but if you're flying for the 
Jerries it's time to get especially tense ¥ 


SEBREEMIN DEMONS 
OVER EUROPE 


Pilot’s-eye view from a P-51- 4 
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for various behaviors: at such-and-such a rate of speed, it will stall; at 
angle of attack x, its roll rate will by y; at a certain rate of descent, it will 
crash; and so on. Numbers are plugged into equations in order to get 
aircraft to match their published performance figures. 

But Parker has a different paradigm for Fighter Squadron. He wants 
to put this sort of kludgery aside and instead create a physics-based 
model where effects such as stalls, roll rates, and damage are natural- 
ly generated rather than superimposed onto the model. “We’re going 
to talk about wing surface area, air flow curve, weight, mass distribu- 
tion, force, torque; not the effects that will fall out.” If the physics are 
right, Parker suggests, the effects will be accurate. 

To do this, Parker's airplanes can’t just be monolithic objects with 
pre-scripted behaviors. “You can’t build a good model for taxiing 
around on the ground without a good model for tires,” he says, by way 
of example. So he set out to build Fighter Squadron’s planes piece by 
piece. “It’s a component-based architecture where we have multiple 
bits. We just kind of 
put the airplanes 
together like Legos 
glued together with 
properties that relate 
one object to another 
in a defined behavior. 
We don’t actually 
have code in there 
that says ‘I’m a B-17' 
or ‘I’m an Me-262.’ 
We have engines, air- 
foils, airframes, tires, 
gear, guns, fuel cells, 
all these various com- 
ponents that we just 
hook together, a col- 
lection of indepen- 
dent objects that are 
communicating with 
their neighbors.” 


ste. 


Ron Dimant, the game’s producer, pulls up an image of a P-51 on a ren- 
dering machine. Beneath the artwork, a window shows an elaborate 
tree structure of the various parts, their properties, and their interac- 
tions. It looks very much like the digital version of an unbuilt model air- 
plane in a newly-opened box: wings and gear and the halves of a fuse- 
lage spread out in bits and pieces, all neatly attached to little branches. 

To illustrate how this diagram is used in a physics-based flight 
model, Dimant mentions torque. As per Newton’s Third Law, every 
action generates an equal and opposite reaction, so a twisting pro- 
peller will cause its aircraft to twist slightly in the opposite direction. 
“The way we're doing it now,” says Dimant, “we don't have to calcu- 


late the torque reaction of the aircraft. We actually have propellers 
attached to engines attached to aircraft. We just take all the bits and 
add them up and the model calculates the torque for us.” 

“It's more like the real world,” Parker says, “The real world is com- 
posed of little bits and exactly what happens out there depends on the 
interactions of those bits. Our sim is reaching that level of complexity.” 
But the real world’s level of complexity, with its thousands of variables, 
is daunting. How closely will the aircraft in this sim duplicate the actu- 
al performance of their real-world counterparts? As an example, Parker 
says they found discrepancies between the historical P-38 and their 
model. They discovered they had built the fuselage a few feet too 
short, thus throwing off the center of gravity. By shifting a few of the 
pieces appropriately and taking the revised plane up for a spin, they 
were then able to match the published performance specifications. 

Dimant and Parker have a lot to say about the flexibility of a 
physics-based model. This sort of engine is open to adding new air- 
craft by simply putting the appropriate pieces together. Parker brings 
up the possibility of submarine sims with accurate values for buoyan- 
cy or carrier ops that actually model the force of a steam catapult. 
Dimant jokingly suggests a clock sim: it could track the movement of 
a pendulum driving an intricate assortment of gears, all under the 
influence of gravity, friction, inertia, and mass. 


Fighter Squadron will feature nine aircraft across three terrain arenas 
representing the English Channel, Germany, and North Africa. The 
gameplay will emphasize squadrons in air combat (the Screamin’ 
Demons of the title were a World War II fighter squadron), but each of 
the three combatants, the U.S., England, and Germany, also has a 
heavy bomber (well, the game’s Ju-88 is the closest thing to a heavy 
bomber that Germany had in service). Some of the aircraft choices are 
odd (the Hawker Typhoon and Lancaster), some are expected (P-51, P- 
38, B-17, and FW-190), and some are welcome changes of pace (the 
Mosquito and the Me-262). 

As is nearly everything else in this sim, the internal views are fully 
3D. The plane’s movement and gravitational forces will move your 
viewpoint slightly. Moving surfaces 
are visible from within the cockpit and 
you can even see the canopy surfaces oh 
shift in relation to the outside of the 
aircraft as your head moves. The 
game’s easier levels will include an 
overlay that functions like a HUD so 
beginning players can fly and fight 
independent of the instruments. The 
overlay will also feature an overhead 
map, a damage status display, and tar- 
geting diamonds with IDs superim- 
posed over the other planes. The 
bombers will allow players to choose 
between the pilot's seat, the bom- 
bardier’s seat, or one of the gunner’s 
positions at any time during a mission. 

On the surface, Fighter Squadron’s 
30 canned missions may seem like a 
repeat of the disappointing 12 mission 
limit that hurt A-70 Cuba’s replayability. But each mission 
will have different objectives in different parts of the 
arena for different squadrons. A player's career will skip 
around these missions depending on which of the 30 
squadrons he’s chosen. Also, a thorough mission builder 
will open the game for user-designed scenarios. 
Computer controlled airplanes have their Al set within 
the mission builder, where five values are set for each 
pilot: skill, morale, loyalty, aggression, and sanity. “When 
the Al needs to make a decision, it queries these values 
and uses them as weights in the decision-making 
process,” Parker explains. 

Fighter Squadron’s theatres are 40 x 40 square mile 
arenas of representative terrain with small clusters of 
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Each nation you can fly for sports one “heavy, ’ complete with 


multiple crew positions 


buildings for cities. “A real world deep penetration would have taken 
over five hours,” says Dimant, “We want the action to happen within 
two or three minutes of taking off. So we took the terrains and shrunk 
them a bit, by a factor of about five times.” There’s a long list of objects 
present, including POW camps, V-2 sites, sub pens, hydroelectric 
dams, castles, radar sites, and fortified gun emplacements for the 
mountains in North Africa’s “Malta” island. These arenas and their air- 
craft will be drawn with native support for 3D chipsets, but detail 
options, a choice of resolutions, software support for bilinear filtering 
and z-buffering, and an optional haze effect should ease the burden 
on machines without accelerator cards. 

“The philosophy from the ground up,” says Dimant, “was that this is 
a network game with zero to eight networked players: it could be just 
you playing the game or it could be with other people. We didn’t want 
a huge difference between playing the game in a networked environ- 
ment and a non-networked environment. We wanted it to be possible 
to play any mission and have another human pilot fly with you.” 
Networked games, however, have different modes to allow for 
downed pilots to regenerate back at base or take over Al planes. Up 
to eight players can divide themselves however 
they like in a mission, in teams or as opponents, 
with Al or human wingmen. The set-up should 
work similar to X-Wing vs. TIE Fighter, all the way 
down to the peer-to-peer connections. The main 
difference, if Parker’s model works as he hopes, is 
that there will be nary a hint of sci-fi in the game. 
Hard-core flight simmers will have a chance to 
poke and prod at it to see for themselves when 
Fighter Squadron is released this fall. -Tom Chick 
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No, this isn’t acut scene 


The virtual cockpits are now in high-res » 


Flights of fighter fancy 


ituated between the bare-bones flight ‘n’ fight of 
World War | air combat and the hyper-complexity of 


modern jet sims are those games that replicate com- 

bat in the skies of the last “good war,” World War Il 

(well, not counting Desert Storm, which from a gaming stand- 

- point is pretty bad). A favorite genre since the early days of 

-computer games, things have been pretty quiet lately, with 

only online-centric games like Warbirds and Air Warrior 2.0 providing 
fresh looks at piston-driven fury. Things, as they say, are a-changin’; 
we can expect a crop of new WW I flight sims, lead off by the much- 
anticipated Pacific Air War sequel, European Air War. 

Gamers will find a lot that’s familiar in European Air War, it retains 
the “good” things from Pacific Air War — like the virtual cockpit — 
while improving on them (the virtual cockpit, for example, can now 
be viewed in high resolution) and adding plenty of new features. 
Gamplay revolves around quick start play (jump in and start shoot- 
ing), single missions (plenty of adjustable parameters), and career 
modes. Originally titled 7943 European Air War, the 1943 
was dropped because, in addition to the main career cam- 
paign (from April ‘43 to April '45), players can now experi- 
ence the famous Battle of Britain in a mini-career. Eight 
player Multiplayer (either cooperative or competitive) 
expands gaming options even further. 

Where Pacific Air War was largely “you against the 
world,” European Air War takes the much more realistic 
team approach. Early 
in your career you 
might just have a 
wingman (or bea 
wingman), but even- 
tually you'll get pro- 
moted to higher and 
higher levels of com- 
mand, ultimately 
attaining group 
commander status 
and controlling sev- 
eral squadrons. The 
career is now 
dynamic, with a vari- 
ety of missions 
including V-1 hunt- 
ing, fighter sweeps, 
escorts, or even 
ground attacks against moving targets (watch out for those armed 
trains). On the Allied side you have the option of retiring a favorite 
pilot after a year (the Germans had no such luck), and there are some 
other career surprises as well. 

In addition to a dynamic career, the individual missions should 
sport more randomness. For example, you can’t expect X number of 
encounters in each fighter sweep; instead, you may get one or you 
may get four - the uncertainty will add to your worries (expend the 
ammo to get the fleeing fighter, or pass on him in case you get 
jumped again?). A morale factor has been added; your whole group 
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The detailing and textures on 
the planes are extensive, but 
at the time we saw the game 
the control surfaces didn’t 

visibly move > 


| A P-5 1 over Europe; note that | 
some of the terrain relief has — 
beenexaggerated¥ 
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will flee a furball when morale drops to a certain point, and individu- 
als will attempt to leave when damage reaches 30% orhigher. | 
The theatre you'll fly in covers much of Western Europe: France, 
Germany, the Lowlands, and portions of England. While the world 
model is fairly close to the actual terrain, some relief has been added 
(the areas modeled are actually quite flat) because gamer feedback 
demanded plenty of hills and valleys. 
As the war goes on (and your career progresses) you may get the 
chance to upgrade to newer and better planes. A game purely for 
fans of fighter flight, European Air War offers some twenty flyable 


fighter variants: P-38H & J, P-47C & D, and P-51B 
& D for the Americans; Hurricane, Spitfire la, IX, 
& XIV, Typhoon Ib, and Tempest V for the British; 
and Me109E3, G6, & K4, Me110C & G, FW190A8 
& D9, and Me262a for the Germans. Non-flyable 
craft you may encounter in the game include 
the B-17, B-24, and B-26 for the Americans; the 
Mosquito for the British, and the Ju 87, Ju 88A & 
C, He111, Me410a, and V-1 “Buzz Bomb” for the 
Germans. MicroProse says the flight modeling 
on the aircraft is as close as they can get it. 
Technology has improved quite a bit since the 
days of Pacific Air War (one of the reasons this 
sequel is so late - technology has moved faster than development). 
The game will include support for force-feedback joysticks and 3Dfx 
and Rendition 3D accelerator cards. Graphics modeling is much 
improved over the older game (and even early versions of EAW), but 
low-end owners fear not — MicroProse says that the game can run 
(with resolution and detail settings at their lowest) on a 486/66. 
A long time in coming, MicroProse believes that European Air War 
will reward gamers’ patience. The air raid sirenshould be sounding —s_—y 
in time for the holidays. -Scott Udell : 
European Air War Win 
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Join Humanity’s Last Stand In This 
Epic Battle For Survival In The 


41st Millennium! 


> Set in the WarHammer® Epic 40,000 universe by 
Games WorKSHOP.” Features the armies of the 
Imperium of Man and the Space Ork Horde! 


> Command a vast army and wage turn-based 
war on the battlefields of the 41st millennium! 


> Campaign play features over 30 scenarios and . 
«0 minutes of live action video. 


> Comprehensive encyclopedia covers the forces 
of the WARHAMMER Epic 40,000 universe — which 
includes over 100 unit types to select and control! 


> 4-player support via TCP/IP, IPX , and modem. 
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A MINDSCAPE® COMPANY 
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A normal shot from the 3Dfx version. Note the floor reflec- >» 
tions - obviously, this is the shiniest floor in existence 


here’s never been any question that EA Sports’ 
NBA Live series of basketball games are the best 
on the market. However, they’ve always had a number of 
: niggling gameplay problems that kept them from being a 
_ transcendent game experiences, and the incredible improvements score overlays during the game that use the TNT i imenee and 
_inits visuals over the years made those flaws stand out even more. graphic design. A new menu interface ditches last years ugly sate 
__ After playing with an alpha version of NBA Live 98, it’s immediately _ look for a slicker and more streamlined approach, though the play- 


_ clear the designers have listened to the critics and are addressing ers they got for the background graphics, Mitch Richmond, Joe 
some of the faults, from a computer that can (finally) intelligently Dumars, Larry Johnson, Tim Hardaway and Christian Laettner all 
substitute players to a referee that actually calls look bored. 


Features that are carryovers from previ- 
ous versions of the game include the full 
NBA license (minus Michael Jordan, but 

Charles Barkley is back in the game), 3D 
graphics with custom court layouts for 
each stadium, incredibly realistic polygo- 
nal character graphics and multiple cam- 


illegal defense. The latter fix eliminates the 
time-tested strategy of double-teaming the 
best scorer when he doesn’t have the ball. Also, 
with the game set to simulation and on the eas- 
iest skill level, scores are considerably lower (25- 
40 points per 7 minute fe quarter). 
The game 


Givesyou : era angles for viewing the action. New to | 

five different | & This creepy the series is support for the 3Dfx 3D accel- 
lay modes, _ "hacia ea erator card, which improves the frame-rate 

play a face textures that p a 

most carry- are mapped on the on lower-end machines and providesa 
overs from polygonal figures. serious visual kick for everyone. Overall, 

previous Say hello to Luc even in alpha form, the unaccelerated © / 
a Longley a 

games, frame-rate seems considerably higher ue 

including su Bes dg the in previous games. | | 

the usual Campbell driving to The polygonal characters are greatly | 

exhibition, the hoop in the non- improved over previous games as well, with 


3Dfx version even more definition in the face textures. _ 

V Sir Charles leaps There are over 350 identifiable players 

for a rebound who've had their photographs mapped 

onto the polygonal figures _ 

in the game (minus 

Jordan, of course, who 2 
appears with an alien head 
and as “Roster Player” 

number 99 in this version 

of the game). The overall 

effect is downright creepy, 
with some players smiling 

as they run down the 

court, and others scowling. 
Fans will enjoy picking out 
their favorite players, while — 
others will merely stand 
gape-jawed at how much 
the game looks like Log 


playoff and 

_ full-season 

games. New 

_ to NBA Live 

98 is a three- 
point shoot out, multiplayer play for up to eight 
players (via Internet, network, modem or serial) 
and a full draft, where you can select the players 
for your team and build your own leagues. 
Career play still isn’t implemented, but this is a 
stepinthe right direction. — 

The game now has full support for multi-but- 
ton gamepads (and auto-detects them), offering 
functionality for all nine buttons on the Gravis 
Gamepad Pro and the Microsoft SideWinder 
Gamepad. The extra buttons allow you to do 

! custom moves such as cross-over dribbles, spin- 


high- Aino done without forcing you to master 
- obscure combos. On defense, there are individ- real thing. 
ual buttons for arm-checks and steals. All in all, Overall, NBA Live 98 
the control feels a lot better than NBA Live 97, with less of the looks to have refined the gameplay and again eens the visual sta 
momentum that many gamers complained about i in that version. dard for sports games. —Steve Bauman  . : 
EA Sports had done an superb job making the cus look oS an NBA Live 98 « EA Sports * Windows 95 
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ierra’s Lord of the Realm II is a bit of an oddity in the world of 
non-wargame strategy games; unlike almost all the rest 
(SimCity and its ilk excepted), it has a basis — albeit a very 
loose basis — in history. The realm you try to build up is 
something like a medieval kingdom, with no wizards, orcs, or other 
fantasy trappings. A large number of gamers, however, wanted 
either more realism (the minority) or less (the majority, shouting 
“Give us magic! Give us creatures! Give us fantasy!). Guess who won 
out for the next game in the series? 

Set in a fairly typical fantasy universe, Lords of Magic posits a land 
threatened by evil forces in the form of the UPE (Ultimate 
Personification of Evil), Lord Balkoth. It is, of course, your job to save 
the world... unless you're playing Balkoth, in which case it’s your job 
to conquer the world. The game features eight races, each cor- 
responding (roughly) to a particular magic type and each hav- 
ing an affinity to specific terrain. Each race has a polar opposite, 
so, for example, good elves will find their particular nemesis in 
the dark elves. In addi- 
tion to choosing your 
race you choose the 
class of leader you wish 
to be: fighter, wizard, or 
thief. Different special- 
ties lend different 
strengths and weak- 
nesses in the game, and 
will effect how others 
relate to you in the 
game. You are indeed 
“in the game”; unlike 
most strategy games, 
your character can be 
killed, and it'll be game 
over — unless, of course, 
you have heirs to con- 
tinue your line. 

Not just a combat game and not just a resource manager, Lords of 
Magic, like Lords of the Realm II, combines both aspects. At the strate- 
gic level you have to explore the world around you, growing your 
web of power as you uncover new realms. While gold is one of the 
coins of your empire, your royal power or status is even more impor- 
tant. Wise use and application of accumulated power is critical to 
success; internally it helps you keep the people happy (or at least 
controlled), and externally it helps smooth the way for successful 
diplomacy and trade. 

Sierra claims that diplomacy and trade are both detailed and 
important parts of the game, and that both will work in multiplayer 
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A city in the air» 


The lands of 
light and life ¥ 


< An opponent, the Balrog (unless, of course, you 
play the bad guys, in which case all those do-good- 
ers are your opponents and this guy’s your buddy) 


Lord it over your opponents — 


and single player games (in other words, you'll be able to 
conduct detailed negotiations with Al players, something 
most games of this nature have lacked). While neither diplo- 
macy nor trade modules were in the version we saw, the 
claims are impressive: negotiate to trade goods, forces, cities, 
or even heirs, or offer to loan an allied player a city for a time, 
then get it back. The mechanics of this are unclear, but if they pull it 
off it will be a coup indeed. 

Impressive Al claims encompass not only your opponents, but your 
own forces as well. Sierra says you can take your one of your champi- 
ons and assign him or her to go off, establish a city, mine gold, pro- 
duce forces, and send them to you at the front... all automatically. If 
you wish to do the micromanagement yourself, Glenn Oliver, the 
game’s producer, is quick to assure that you still can, but for harried 
leaders with large empires it’s nice to know you'll have smart under- 
lings to 
fall back 
on. 

While 


all strategic actions take place in turns, tactical 
encounters occur in real time. Zoomed in from 
the strategic map, they show the actual terrain 
(not generic representations), so any changes 
that happen to the terrain (there’s some really 
powerful magic available) will show up even at 
the low level. Parties will generally be small (not 
dozens of unit), so these encounters — which 
can occur in open terrain or in underground 
caves — go quickly. 

Whereas Realms had no fantasy, Magic has 
lots: some 80 different fantastical creature types 
(dragons, dwarves, skeletons, giants, etc.) and 
about 160 spell types should satisfy even the hard-core thau- 
maturge. Multiplayer — either cooperative or competitive — is a big 
component in Sierra’s plans (up to six of the eight sides can be 
played by humans), with play available over modem, LAN, or 
battle.net, and Sierra says some form of editor will probably ship 
with the game. 

An ambitious design, we've only touched on a portion of the its 
features; whether these and more actually make it into the game 
remains to be seen, but if they do, fantasy gamers could have quite 
an experience on their hands. —Scott Udell 

Lords of Magic « Sierra * Windows 95 
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- AVAILABLE NOW! 


. 3D acceleration for 3Dfx 
~ and Rendition and others 
plus MMX. : 
Brilliant 640 x 480 Super 
VGA resolution. 


- Compelling story. Solve 
baffling puzzles to 
advance between levels. 
_ Smooth 3D combat with 
-TruFlow™ technology. 


18 different horrific 
creatures attack you again 
ind again from above, 

low and in your face! 


eath Match battle for up 
ayers over network 


_« Immersive 3D cinematics 

between 13 intense levels 
ind, if you ever get there, 
n epic movie at the 

- Shocking conclusion. 


YOUR ENEMY IS PART . 
BIOLOGICAL, PART MECHANICAL 
AND 100% KILLER! 


MIT'S BATTLE YOU'LL i 


Quake, 3Dfx, Rendition and MMX are 
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Defiance is a trademark of Visceral 
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PC Games 


Next Generation 


CNET Gamecenter 


E-mailed Gamer 
Feedback 


E-mailed Gamer 
Feedback 


Mutants, Psychos, Cultists and Punks 
are converging on you from every- 
where; above, below, behind, in front. 
You definitely haven't. been here before. 
Top-down views don’t just change the 
way the game looks, they change the 
way 3D action games play. You'll no 
Telitel-Tamsl- Me sliliteih mma liillil’ Me libaemmelelel ie 
but mercilessly causing it from every 
conceivable angie. 


Blow away enemies on the catwalk 
above or-on the ground below. Grab 
some homicidal friends and cooperative 
multiplayer games can actually be just 
that—-cooperative. With some skill, you 
might survive this post-apocalyptic 
hel on earth. But watch your back 
because death is all around you. 


Now available for Windows? 95. 
Download demo at 
www.takenoprisoners.com 
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2 | To build a Stone Age tribe into a thriving nation in 10,000 years of real-time evolution. Which 


empire, you can rest easy knowing that you can _gives you just enough time to decide whether you want _ 


never rest easy. Because what takes thousands of years to , 


ree) conquer everyone else, explore the four corners of the 


~ build can be destroyed in seconds if you don't plan wisely. globe, or accumulate great wealth to achieve 


| oe a iat ‘In Age of Empires; your challenge is to take one 


victory. And with a 100-node technology tree,. 


é 


of 12 ancient civilizations (including Egyptian, Yamato, © 


you can choose your advancements accordingly. For 


and Greek) from grass hut beginnings to world domi- —_instance, you can research gold mining or commerce 
5 Pr : o> ; d ‘ 
cae ©1997 Nee Corporation. All rights reserved. Microsoft and Where ste ie want to go today? are registered trademarks, and Age of Empires is a trademark 6 Microsoft Comparition: ae 


war elephant, and the pressure to in : 
becomes ddwatight ie ae 
get es before you think you've got what it takes to. 
scenarios, lavish campaigns, randomly generated maps, and Win, make sure you ve got the empire to bark it up. , : ; ; S 
an expansive scenario editor make it a new challenge each | ae | 
time you play. Add in the rich 3-D graphics where you'll | 
see every flaming arrow, marching phalanx, and charging ; : 
“Microsoft heads right to the top of the real-time strategy ‘class | | 7 Sade a esauite : sie | pre ay . : : 
© (lh hail ean ea Sees Pe ea ee 
= Computer Games Strategy Plus, June 197. peta HS ee Ohad , ae 
sae All other ceeremcces ‘cdliontedsivaaatita trademark oftheir respective companies. 22 Ls ee i 


One of the German campaigns starts in 1938 during the Spanish Civil > 
War; while the visuals are much improved, the core gameplay 
remains the same 


ike it or not, there’s no denying that Panzer General is one of 
the most — if not the most — popular computer wargames of 
all time. It was certainly the first wargame to bring new 
gamers to the genre in quantity, and its simple but fast- 
paced gameplay was something rarely if ever seen in wargaming. 
From that game came an entire series known officially as the Five Star 
Series and unofficially referred to as the General games. The series, 
which includes four more games (two World War Il, one fantasy, and 
one sci-fi) varied in quality, but no single game had the impact of the 
original Panzer General. Perhaps recognizing this, SSI is revisiting the 
ground covered by the “classic” in Panzer General II, the first game in 
a new Living Battlefield Series. 

Wargames are often known as the plain Janes of the gaming 
world; the hard-core wargamers claim to not want snazzy graphics 


and animated flash. Knowing the broader 
gaming market, however, SSI is pumping up 
the visuals of Panzer General II quite a bit, 

something that becomes obvious as soon as 
you Start up a scenario. The maps now look 
like aerial shots with a bit of an angle on 
them; despite the hex-based game grid, the underlying look is 
smooth and continuous, without the tiled look of the game’s prede- 
cessor. Units, too, have been improved, especially vehicles (the 
graphics are taken from scans of GHQ miniatures, something that 
gives more detail and is much cheaper than 3D rendering). Despite 
the perspective appearance to the visuals, this is still an overhead 
game; it plays out much like the original, complete with the shaded 
movement areas. The user interface is slicker but not radically differ- 
ent, so anyone who’s played games in the first series should jump in 
with no trouble. 
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While the first game had you campaigning only from the German 
perspective, Panzer General Ii lets you tackle four campaigns from 
multiple view points: “Blitzkrieg” and “Defending the Reich” as the 
Germans, “Crusade in Europe” as either the Americans or the British, 
and “On to Berlin” as the Soviets. As before, campaigns have a blend 
of historical and alternate history scenarios; Blitzkrieg, for example, 
starts with the Spanish Civil War and may end with an assault on the 
Project Manhattan facilities in Oak Ridge, Tennessee (facing, amongst 
others, “Bob Dole’s 10th Mountain Division”). According to the draft 
manual, the campaigns include 35 scenarios, and the beta we looked 
at has 49 separate scenarios, playable from either side (some of the 
Western Europe scenarios come in British and American flavors). 

Once through the canned scenarios, the Panzer General player had 
little left to do, but with Panzer General II's built-in battle editor you 
can extend replay value some by editing scenario and unit informa- 
tion (but not terrain — recall that the maps are hand-crafted). Online 
scenarios for two to four players, played via LAN or the Internet, are 
included (and designed specifically for multiplayer), or you can battle 
another opponent via play-by-e-mail. 

Much of the actual gameplay is similar if not identical to the origi- 
nal series. You'll again have a core force that you'll carry (hopefully) 
through a campaign, augmented each scenario by auxiliary units you 
have to choose and deploy based on the battle to come and your 
personal preferences. The scale of the game is somewhat lower than 
it was in Panzer General, and is fixed (in the original the scale shifted 
somewhat arbi- 
trarily). With this _ 
lower-level scale, 
some units have 
gotten ranged 
fire capabilities 
that let them 
attack targets 
more than a hex 
away; however, 
unlike artillery 
and air attacks, 
the fire from 
these units is 
line-of-sight and can be blocked by terrain. Units that perform excep- 
tionally well during a campaign may generate a leader; leaders each 
have two special abilities - one related to the unit’s class and one ran- 
dom - that improve that unit’s performance. 

By mixing the simple, fast gameplay of the original with improved 
game technology and a broader scope, SSI hopes to start a furor at 
least equal to that of the original. Achieving such a splash is tough, 
especially for a sequel; nevertheless, Panzer General Ii stands ready to 
enter Christmas game campaign season. —Scott Udell 

Panzer General Il * SSI » Windows 95 


WHERE THE CYBERDIVERSION INSTITUTE 
STANDS ON THE HEAT.NET 5-POINT PLAN. 


On August 17, 1997, several members of the CyberDiversion Institute logged on to HEAT.NET. 
Here’s what they found: 
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POINT #1: Mak 


After trying every internet game network, we found HEAT.NET had the easiest start-up: Log on to HEAT.NET, 
get the free HEAT software and play free, OR purchase the retail box (includes six months’ premium 
membership, HEAT CD with games and internet access from MCI). HEAT.NET’s simplified start-up process will 
jump-start world peace by allowing people to start diverting their aggressive urges away from reality immediately! 


ing Internet Gaming Easy. 
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POINT #2: Creating The Fastest Internet Gaming Experience. 


We found that HEAT.NET delivers the fastest, smoothest gameplay on the net. With the new millennium and the threat of Armageddon 
looming, the faster every human can purge their evil Reptilian Complex buildup, the better for all of us! 


Nearly every aggression-intensive game out there can be played on HEAT.NET! We played 
some of our favorites, like Quake; WarCraft II“ and Scud: Industrial Evolution:’ as well as 
games designed exclusively for HEAT, like DeathDrome,;" Alien Race™ and Net Fighter,” 
plus some intense HEAT-only Quake Mods. This wide range of Reptilian Complex outlets 
puts the power of peace into the hands of the masses! 


Quake™ Scud: Industrial Evolution™ 
MM MMM 
POINT #4: Rewarding Cyber-Aggression With Points And Prizes. 


We found that HEAT is the ONLY internet game network where aggression is rewarded with 
frequent player points (they call Degrees) that can be redeemed for prizes. What an idea! If people 
play more often, they will quell aggressive urges more often and decrease real-life aggression more 
often. We believe HEAT.NET should win the Nobel Peace Prize for this point alone! 


POINT #5: Creating Competition With Ladders And Events. 
The ability to compete against the best players for prizes in automated, secure events and rise to the top creates an environment for 


Optimum Diversion Release (ODR), or the release of the most aggressive Reptilian urges, and the attainment of individual peace—which 
we believe will lead to a greater world peace! 


Therefore, we, the CyberDiversion Institute, endorse HEAT.NET for its outstanding contribution in making the world safer for everyone. 
Please log on to HEAT.NET today and do your part for world peace! 


Officially endorsed by Dr. D.G* Bartha 


The CyberDiversion Institute 
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Welcome back, Arthur 


Concept 
and reality 


ot satisfied to simply sit back and relax on its prior suc- 
cesses, Presto Studios prepares to bring gamers yet 
another installment in the Journeyman Project series. 
Entitled Journeyman Project 3: Legacy of Time, this product 
is different from either of its predecessors. 

To start things off, the developers have implemented an improved 
3D engine called “Smooth Move.” Among other benefits, this new 
technology offers photo-realistic rendering of every location in the 
game world, yet allows for 360 degrees of movement in all axes 
(that’d be three, for you folks out there who skipped Geometry 101 for 
Advanced Molting 202). Though the game still utilizes a step move- 
ment between nodes, the distance between these nodes has been 
lessened, which should make travel throughout the game world more 
fluid. This time around, players are whisked to three exotic locales: 
Atlantis, El Dorado, and Shangri La. Each world is branded a bit differ- 
ently based on the three time periods presented in the game. 


To keep the audio in pace with the improved graphics, all of the 
sound effects will be sampled in 16-bit stereo. Where appropriate, 
noises will pan based on the player's position with respect to the 
audio source. For instance, the blood-curdling screams of the sadist 
cricket to your left suddenly pan to the right as you turn to face the 
opposite direction. 

In answer to players’ cries for companionship, interaction with other 
celestial entities will not only be included, it'll be integral to successful- 
ly completing the adventure. Not only that, but over 22 hours worth of 
film (weaned down to 35 minutes) were shot for use as intermittent 
cut scenes throughout the tale. 

Introduced for the very first time is a chameleon suit. Players don 
this suit throughout the journey, using it to morph into the image of 
other characters. Offering a unique twist on the identity cliché preva- 
lent in movies, players can wean additional (or less) information based 
on who they're impersonating at the time. Pretend to be a certain 
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character's sister, for example, and he just might divulge the details of 
his freelance work as an Avon lady. Impersonate a police officer, and 
the otherwise sociable hoodlums won't even tip their hats to you. 

A distinguishing trademark in the Journeyman Project series has 
always been the presentation of an engrossing story, and Executive 
Producer Michel Kripalani remains adamant about keeping that tradi- 
tion firmly intact. “In your search for Agent 3,” he states, “you discover 
that three ancient Earth civilizations have been destroyed by Aliens. 
Traveling to each of the time zones prior to their destruction, you dis- 
cover not only the reason for their destruction, but also clues that 
allow you to solve a crisis in the present.” 

In starting this project, the developers first compiled a list of ten 
common gripes, both about their game and other adventure titles. 
From interface issues and speed concerns, to lacking interactivity and 
the strange absence of a protagonist made entirely of beauty bark and 
caramel (okay, that was number eleven, and they ignored it), every 
point has been fully addressed in Legacy of Time. Thanks to a veteran 
crew who've worked together since 1991, the primary focus shifted 
from technical issues to refining the actual game play and story flow. 
As a result, expect the game to begin with simplistic puzzles for set- 
ting the stage, then 
slowly crescendo into 
more intricate and 
complex dilemmas to 
solve. Then, as 


Artists sketches 
compared to the 
final images 


Ghenghis Khan. 
Just hope you're 
not impersonating 
an enemy during 
the conversation 


Kripalani states, “Like a great novel, the game should culminate in a 
satisfying conclusion.” 

Fans of the series may recall the loss of Arthur, your lone robot 
companion (acting as a cleverly disguised on-line hint system) at the 
end of Buried in Time. Thanks to a deluge of letters and pleading e- 
mails, Arthur is back in his beloved role, and better than ever. Now, he 
not only spouts helpful hints at the appropriate times, he also injects 
general wit and commentary about your travels. To obtain the voice 
of Arthur, numerous hours of audio were recorded by Matt Weinhold, 
a local comedian in the Bay area. The intent is to mold Arthur into the 
incarnation of a light-hearted interlude in an otherwise serious game. 

With experience, devotion, and Arthur in its corner, Journeyman 
Project 3: Legacy of Time shouldn't disappoint its fans — past, present or 
soon-to-become. —-Tim Royal 

Journeyman Project 3: Legacy of Time * Red Orb Entertainment + 
Windows 95 


n elite group of scientists have been 


assembled to create a dark secret. Now each *Award-winning, high color 3D Virtual World 
of these men are marked for death...and the puts you into the 21st century 


monster they have created will put the Fantastic graphics, great puzzles and AC-3 


dreams and desires of all men under the S-channel sound > 


domination of one lord and master... *Two levels of play with on-line help 
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“Stormy weather...” 


Be King for a day 


hile you may not know the name Trevor Chan, you've 
probably at least heard of his game Capitalism, one of 
the best business sims of recent memory. If you're at 
a all familiar with the game, you would probably agree 
could have been subtitlted “Detail,” something it had plenty 
| oO apitalism Plus just released, Trevor's now taking that 
: ag tful penchant for detail in a new direction, aiming at the cur- 

it king of strategy genres — real time strategy — in his newest title, 
ae Kingdoms. 
The idea behind Seven Kingdoms is simple: take charge of one of 
seven quasi- -historical kingdoms (Chinese, Greeks, Japanese, Mayan, 
Norman, Persians, and Vikings) and try conquer the world, battling 
against up to six computer or human opponents. On the surface it 
might look like a os -based Clone & Conquer game (or even 
anAgeofEmpires 
clone), and indeed the - 
combat element is 
very reminiscent of 
other games in the 
_ genre (especially 
Warcraft). This facet of 
the game, however, 
barely touches on the 

_ bulk of the game, a 
_ real-time kingdom/civ- 
ilization sim that con- 
tains elements of 
Civilization and Lords 
of the Realm (and, yes, 
: _ Command & Conquer) 

while tossing in some 
: elements _ of its own. 


of Seven Kingdoms with 
a typical small town and local castle; from here you have to recruit 
peasants to fill your army, take on professions (mining, construction, 
leadership, etc), or even to act as spies. A village won't go far without 
expansion, so you'll eventually want to build a market (for trade), man- 
ufactories (for both trade goods and weapons), a tower of science (for 
research), and so forth. 
So far, sounds like most other games, right? Things get a little dif- 
ferent, however, when it comes time to expand your empire. Most 
games of this style have you wreaking destruction on enemies — you 
—_win by wipeout. While you can technically do this in Seven Kingdoms, 
__ it's a pretty quick road to ostracism (especially if you want to trade 


Iding influence with them. If they have a local sovereign (ora _ 


tle, then plunk down your own to build your influence « over the 
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with anyone). Instead, you want to try to take over enemy villages by — 


eneral beholden to such a sovereign), you might take out their cas- 
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locals (this is the best approach for neutral village 
you might send in a spy to gain information and so\ 
may even get your spy hired on as a leader who can 
from the inside — if he gets put in charge of a village ( n 
becomes top leader, guess what? You've got yourself a victory 
out battle (not to mention one mighty surprised opponent). Once 
you get a village you have to keep the people happy, remembe n 
that they're a new culture (who, incidentally, can provide you with. 
the specialty troops of that culture). My 
Trade via caravans (if you have a market) and ships (if you have a ie 
port linked to a market) will become a necessity for growth and . 
income. You can either trade between your own villages, manufacto- 
ries, and mines (the last two may or may not be tied with villages) or 
between friendly, err, enemies (you know what | mean). As in 
Capitalism you can end up with a surprisingly complex trade 
network: mines to manufactories to markets to other markets 
or manufactories to... well, you get the picture. Once set up, 
however, you don’t need to worry too much about them and 
you can use the few displays in the game to help track things. 
Combat is fairly simple, with the troops fromeach ofthe =— 
seven kingdom types gaining differ- 
ent advantages. You can train troops - | 
and leaders, and your weapons 1 man-— 
ufactory will, through I 
tually produce five we 


While battle is 
one way to con- 
quest, it’s costly in 
both people and 
prestige 


The warriors from 
seven cultures unit- 


ed under oneking porcupine. Use es to supp 


armies in conquest or defense. 
A touch of the fantastic adds both 
spice and further detail to the game. 
Fryhtans’ Lairs dotted about the land- . 
scape are quiet until bothered; once - 
you assault them they boil out vile sie : 
very dangerous creatures like a disturbed anthill. DefeataFryhtangen- 
eral and you can get some treasure; defeat all the generals froma _ 
Tower and you can take on its King and from him capture a scroll of 
power. Each culture has its own scrolls, and each culture (and only 
that culture) can use the scrolls to build Seats of Power with which _ 
players can summon the Greater Beings, demigods of extensiveand 
specialized power. The leader whose kingdom spans many cultures 
and who holds the reins to several of the Greater Beings will ~ a 
power indeed. 
Yes, Seven Kingdoms is real-time, but it certainly seems to have 
more twists to it than your average tank-rushing click-fest. Battle is 
important but its not key; instead of tactics you have to con i: 
yourself more with the broad strategic concerns of a ki 
the title is Seven Kingdoms. -Scott Udell — 
Seven Kingdoms : Interactive Magic ° Window 
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The most 


twisted driving and 


shooting game ever 
created just packed its bags and 
hit the road — Paris, New York, 


Hong Kong, Antarctica, and beyond. 


bh on 2 @ $A) iD With eight new levels in all, hidden 
4 . = > \ . ee ; : 
“Nea, stores | | 


areas, world landmarks to destroy, new 
weapons and killer combo-attacks — it’s a 

whole new world to blow away! A monster hit 

for the PlayStation™ game console, Twisted Metal 2 


for Windows® 95 is a direct port with a network play 


option that allows you to annihilate up to 


8 friends in a single match. Also compatible 


with all Direct3D video accelerators. 


Sony Interactive Studios America 
PlayStation is a trademark of Sony Computer 
Entertainment Inc. Twisted Metal and Drive Angry 
are trademarks of Sony Computer Entertainment 
America Inc. Windows 95 and Microsoft are 
registered trademarks of Microsoft Corporation. 
©1997 Sony Computer Entertainment America Inc. 


ith 3D acceleration and fancy graphics texturing all 
the rage in the sim world, it’s interesting to note that 
two of the hard-core’s most popular sims are still of 
the polygonal variety. Su-27 on the PC side and F/A- 
18 Hornet on the Macintosh (and now PC) both show that the poly- 
gon-based graphics engine in sims isn’t dead, even in these days of 
inexpensive 3D graphics hardware. The reason, of course, is speed 
~ even running ona high-end machine, few texture-mapped, 
accelerated titles can match the glassy smooth frame rate of a 
game with a polygon-based engine (especially if there’s a realistic 
flight model also chewing up CPU time). For the hard-core sim fan, 
accurately recreating the motion and feel of the aircraft being sim- 
ulated may be more important than the visuals, especially for high- 
altitude dogfights where ground detail is of little importance. 

Perhaps in response to this hard-core market, Graphic 
Simulation’s next game in the Hornet series continues this design 
philosophy, although they have given grudging acknowledgment 
to the popularity of acceleration by adding 3Dfx support to the PC 
and (perhaps, if the hardware ships in time) the MacOS versions of 
the game. Set in one of the potential 
hotspots of the world, F/A-18 Hornet 
3.0: Korea is not just a mission disk 
add-on, but a full title in its own right. 
To justify this designation, Graphic 
Simulation’s Techical Director, Trey 
Smith, highlights four major improve- 
ments to the package: the flight 
model, the manual, the graphics, and 
the mission editor. 

Hornet 3.0’s flight modeling took 
some hits that Smith claims were 
later proven incorrect. Even so, while 
Smith says they were within actual F/A-18 performance parame- 
ters before, he says that they have used new information (some 
supplied by a former F/A-18 pilot they now have on board as a 
consultant) to bring various elements of the model even closer to 
nominal. This consultant is also writing their manual, and this 
time it will be a full game reference instead of just instruction on 
the plane’s avionics — now you'll get thorough instruction on 
combat and the game interface as well as the plane’s systems 
(although the on-line instructional information will carry over 
from Hornet 3.0). 

Despite the emphasis on the polygonal graphics engine, Smith 
is working on a version for the 3Dfx chipset. This version will add 
some effects that polygons can’t support: smoke and fog, trans- 
parencies, and some ground texture, but will also require them to 
reduce polygon counts on some objects (this may not be as big a 
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hit to visuals as it seems; the flat details on planes and 

other objects — insignia, text, etc. - are actually polygons, 

and in the 3Dfx version can be replaced by simple tex- 
tures). Smith doesn’t anticipate any particular performance 
improvements over their existing engine, however, and it doesn’t 
sound like he will implement any “eye candy” that would actually 
go contrary to their philosophy of high frame rates. 

Perhaps the biggest addition, however, is the inclusion of a mis- 
sion editor. The basic campaign game consists of 28 generally 
fixed missions. Graphics Simulations believes that fixed missions 
give them more flexibility to craft unique types of actions — take 
out a heavily defended dam with a tactical nuke, meet and escort 
a defecting enemy pilot, and so on - than they could give the 
player in a dynamic campaign (Smith says some of the ground tar- 
gets alone in these custom-crafted missions take a month to 
build). Recognizing, though, that gamers will want to play more 
than 28 missions, they've built what is, in essence, a graphical 
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front end to their mission scripting language. 
This package gives players access to almost all 
of the same commands their own designers 
have; some of the specialized branching commands have been left 
out, and players can’t add their own 3D models, but just about 
everything else is there. Players can even choose to randomize 
some elements, so mission replayability is extended (and even the 
designer can play a mission without knowing its exact parameters). 

While there are a few other minor tweaks, these four segments 
are the areas Graphic Simulations points out as the biggest 
improvements or additions to the Hornet series. Korea will proba- 
bly be the last game to use the current engine; once it’s done the 
team plans to dive into development of a whole new system for 
Hornet 4.0. While waiting for that, however, Hornet fans will just 
have to have fun stinging the Glorious Leader with hard iron and 
tactical nukes. —Scott Udell 

F/A-18 Hornet 3.0: Korea * Graphic Simulations 
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These are the most treacherous 
y P motorcraft courses ever created. Test your stomach on a vehicle equal parts 
motocross bike and rocket as you scream across sun-drenched sea courses, tree-choked bayou swamps, and snow- 
covered slopes. TruePhysics™ 3D technology brings every whip turn and spin into gut-wrenching reality. A triumph for the 
PlayStation™ game console, Jet Moto for Windows® 95 features a network play option that enables you to race up to 
voice. 20 friends simultaneously. Also compatible with all Direct3D video accelerators. Ride it. Feel it. Split some air. 
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: Sony Interactive Studios America 
B-. PlayStation is trademark of Sony Computer 
F-Entertainment Inc. Jet Moto, TruePhysics are 
= of Sony Computer Entertainment America Inc. 
: Windows 95 and Microsoft are registered 
trademarks of Microsoft Corporation. ©1997 
Sony Computer Entertainment America Inc. 


pe Ok dep ot: Bs ciel i 
PA EA a Be ve 
e . 


4, 


x ; 
fo 9 eae ee 
OT ar 


ESERVED. 


R 


NY 


iy 
aA 


dieisha 


iit 
wie 


“ 
aN 


ait 


Buck 
rice tat 


an 


Hay 


wean 
1 


: aR 


RORY 2 Usa 
ea 


ate 


Ww 
> 
Cc 


TR 


LLY 


ver 
‘ 


ITA 


idnight Saturdays, circa 1986, and reruns of the classic 
TV show Combat... black-and-white Gls slogging their 
way across Europe, led by a taciturn Vic Morrow. 

x Saturday afternoon and TV versions of Kelley’s Heroes, 
with & a y Bunch of gold-hungry grunts out on an improbable mission. 
Hollywood and World War Il - mix the two and you have a great 
basis for a game, no? SSI apparently thinks so, as they're devoting 
plenty of time, lots of animation, and two CDs worth of data to bring 
that combo to a computer near you in the upcoming Soldiers at War. 

The turn-based, X-COM-like game places you in the position of a 
squad leader charged with bringing your eight soldiers safely 
through the 15 cam- 
paign scenarios. 
Starting in North Africa 
with a bunch of green- 
horns, you'll battle 
across the desert, into 
Italy, onto the 
Normandy beaches, 
and into the heart of 
the Third Reich. Aside 
from the 
fairly 
standard 
infantry 
actions 
(from the 
hedgerow 
hell of the 
post-D- 
Day bat- 
tles to 
even nas- 
tier city 
fights in 
Anzio and 
Dresden), you and your boys will have to take on some special com- 
mando missions (like a raid on a V-2 rocket site). Outside of the cam- 
paign will be some 15 individual scenarios; some of these will be his- 
torical (or “Hollywood historical”) while others will be what-if, alter- 
nate fiction events (and some can be played from the German per- 
spective). Up to four players can join (via modem, LAN, or Internet) 
to play missions from the campaign. 

Beyond that it'll be up to the users to create new missions with 
the included scenario builder (for which you can use pre-created 
maps — spare backlot sets? — or design your own from the ground 
up, down to placing walls on buildings and plopping in tank hulks). 
Created missions can be either single player or multiplayer, but at 
this point it sounds like you won't be able to create your own cam- 
paigns. Also, the terrain available to you in the mission builder is 


Your squad on a commando raid 
through a V-2 launch site » 


Hmm... glad you remembered to pack 
that flamethrower, eh? The two dice you 
see behind the plane’s right wing indicate 
a random event in the game; run one of 
your troopers over it to “trigger” the 
event, which could be something good 
(like a spare weapon) or bad (perhaps a 
hidden explosive) ¥ 
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<@ A look at an early version of the scenario editor. On-screen is 
a zoomed-out view of one of the D-Day maps; notice the curved 
railroad tracks — neat trick in a tile-based game 
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only Western European/North African — no Pacific Theatre 
missions (hmm, could there be a mission disk or sequel 
under consideration?). 

Despite the somewhat vague history of the scenarios, SSI 
isn’t sparing any effort in modeling the soldiers themselves. You can 
either pick a pre-built squad or you can create a squad of eight from 
a selection of 40 soldiers; choose carefully as their skills and attribut- 
es aren't interchangeable and the lack of, say, a demolition expert or 
a medic may be keenly felt at just the wrong moment. Soldiers will 
move realistically (they should with over 25 MB of animation per sol- 
dier) and can perform some 40 combat actions, from those we've 
seen in other games of this sort (shoot, run, kneel, throw grenades) 
to those mostly unique to Soldiers (like jumping into disabled tanks 
to take over their machine guns). The weapons and their effects are 
also realistic, so don’t expect secret ray guns or Thompson machine 
guns accu- 
rate to 
1,000 yards 
- the game 
may have 
some 
Hollywood 
but not 
that much 
Hollywood. 

If you're 
familiar 
with either 
X-COM, 
Jagged 
Alliance, 
or, especially, Wages of War (to which this game is related), then 
you've already got a pretty good idea of the style of play in 
Soldiers. You view the battlefield from an isometric perspective, 
using a box-like “cursor” to direct the actions of your troops. 
While turn-based, the enemy can react to moves your soldiers 
make, often with fatal results if you’re not careful. If you're a cau- 
tious player you'll save up action points for each character so 
they can react (automatically) during the enemy's turn, but if 
you're the aggressive type you can go charging in and hope that 
your extravagant expenditure takes out any immediate threats. 
Like the mercenaries in Jagged Alliance, the 40 grunts in Soldiers 
are more than just little animated buckets of statistics. SSI says 
they'll have some personality and that they'll improve as you 
work through the campaign; losing one in the waning days of the 
war should really hurt. 

An ambitious title, especially for a company like SSI, Soldiers at War 
is still in its infancy. Due sometime in the first quarter of ‘98, the 
game’s team plans on a lot of long hours as they bring the game 
through the boot camp known as development. After that, though, 
Soldiers’ “drill instructors” will release it to an even more formidable 
environment — the game buyer battlefield. It'll be up to gamers to 
really put it through its paces. —Scott Udell 

Soldiers at War * SSI * Windows 95 
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Damned; Book of the Dead; Book of the Mad Mos Eisley Cantina; The Empire Strikes the Swords; The Wizard's Heir; 
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(including shipping and handling) will come when membership is confirmed. We'll also 2-306 


‘ ea THE = ] as 
send you your FREE Michael Whelan Playing Cards. 2. Your satisfaction is guaranteed, yy F sai meen i alas 
If you're not happy with your 5 books, return them within 10 days at our expense. Your Cie mice i ctl QTR case write boot 
SiS OL 


7 

membership will be canceled; you'll owe nothing. The free gift is yours to keep as our : : ae ianiiabameaiat os I 
‘thank-you for trying us. 3, Save up to 65% off publishers’ hardcover edition nee 4 pe die a ge oe | | TT] | 
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“Clank clank” goes the tank 


Got ‘im! The interior interface screens are developed > 
from actual photographs 


orld War Il tank simulations (versus wargames) are a 
lot like the weather; everyone talks about them - 
wanting them, doing them, saying what should be 

in them, etc. — but rarely does anyone do anything 
about them. MicroProse’s attempt with Across the Rhine seemed to 
send the genre to its grave... at least until now. First Interactive 
Magic announced a WW II tank sim based on a reworked version of 
their iM7A2 engine, and now SSI is entering the battlefield with 
Panzer Commander. 

In the game you'll take on the role of either an Axis or Allied 
(Soviet, American, or British) tanker fighting a number of scenarios or 
(from either the Soviet or German perspective) through campaigns. 
Upon starting a campaign you'll get to join one of several famous 
historical units (like the German Grossdeutschland division or the 
Soviet 5th Guards Tank Corps); your choice of unit affects the vehi- 
cles you'll receive and the locations you'll fight in. In each campaign 
you'll fight two to six scenarios (spanning days or weeks) in a partic- 
ular area of operations; survive that and you'll move to the next area. 
SSI’s Rick Martinez says he'll be very surprised if any gamer can last 
the entire war with the realism set on full. While you'll start by com- 
manding just one tank, your success on the battlefield will eventual- 
ly lead to command over a larger number of computer-controlled 
vehicles. Even after working through the campaigns you can contin- 
ue your battles via the included scenario editor and in multiplayer 
action (SSI 
lists Appletalk 
as one of the 
Supported 
protocols but 
won't confirm 
plans for a 
Macintosh : 
version; they : * 
Say its cur- Le. 
rently a PC 
title). 

In tank 
sims, unlike 
air combat 
games, you're 
up close and personal with the ground, so the stronger your visuals 
(especially object counts) the better your sim. SSI knows this, and 
plans on strong graphics to improve both the sim aspects and to 
give the game plenty of eye candy. They use the appropriate graph- 
ics buzzwords — texture mapping, directional lighting, fog effects, 3D 
hardware acceleration, and so on — but the proof will be in the effect 
they can achieve. While still fairly early in development (SSI says the 
game will ship sometime in the middle of 1998), they can already 
showcase some of the visual technology. In the early version that we 
looked at the tanks showed articulation and movement characteris- 
tics beyond earlier games — for example, road wheels move indepen- 
dently and the tank rocks on its suspension when firing. SSI claims 
that vehicles and objects in the final game will even show specific 
damage, a graphic effect that goes beyond the mere visual and adds 


COMPUTER GAMES 


to the simulation. 

While you play a tanker, even the most tank-intensive battles of 
the war were actually combined-arms affairs to one degree or anoth- 
er, and Panzer Commander will reflect this. Planned for inclusion in 
the final game are infantry (motorized and mechanized) units, com- 
mandos, and mine sweepers (amongst others); listed as objects in 
the development version’s directories are vehicles like tank hunters 
and armored cars, infantry emplacements (those machine gun 
emplacements might not hurt you, but they can sure chew up your 
supporting infantry)... oh, and tanks — lots of tanks. 

In a departure from the standard in tank sims you'll be able to 
drive many different tanks; Martinez estimates they'll have four to six 
driveable vehicles for each major power (and this doesn’t include 
the variants). 
Each tank fea- 
tures several 
positions you 
can play from: 
driver, gun- 
ner, comman- 
der’s cupola 
(buttoned or 
open), and 
machine gun- 
ner (depend- 
ing on the 
tank), or you 
can take a 
more arcade- 
like approach and play from 
an external view (you can still 
drive and fire). Customization 
touches range from the 
atmospheric (you'll be able to 
personalize your tank’s interi- 
or with pinups) to the militant (change your camouflage and 
weapons configurations within the restrictions of your unit and the- 
atre); you can even tweak the modeling by changing your tank’s reli- 
ability, weapons accuracy, and supplies of fuel and ammo, and if you 
have a lower-end system you can change the game’s level of detail 
to improve frame rates. 

Long known as a wargame company, SSI has been gaining 
respect as a producer of simulations; they may not put out many, 
but games like Silent Hunter and Su-27 Flanker prove that they can 
put out serious titles. Whether they can accomplish on the ground 
what they've accomplished in the skies and seas remains to be seen, 
but from what we've seen they’re well along the ground sim cam- 
paign trail. -Scott Udell 

Panzer Commander: SSI * Windows 95 


& The buttoned-up views are real- 
istically constricted 


<@ While you can’t really tell from 
this still shot, the tanks rock realis- 
tically when firing 
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anol on vdlanche of Excitement and a chance to win a 1998 Jeep, Wrangler SE when you" 
‘Duy Interplay games. Plus, get up to $100 cash back on your purchase of Interplay games, a 
Diamond Multimedia Monster 3D Accelerator Card and/or an ACT LABS EagleMAX joystick! 


To win the rockin’ 1998 Jeepe Wrangler SE, read about each exciting Interplay title and plow through the 
puzzles on the following pages. When you reach the Puzzle Summit on the final page, 

take the circled letters from each individual puzzle and decode the message on the 

Sweepstakes/rebate Entry Form. Follow the instructions, and mail in for your rebate and 


a chance to win the 1998 Jeepe Wrangler SE or a library of the 12 exciting Interplay o 
titles featured on the following pages. - 


hohe SIMULATOR. 
KIRK. CHEKOV. SULU. BEFORE THEY WERE LEGENDS, THEY WER 


STAR TREK 


TAR FLECT 
ACADEM 


"test your ingenuity, leadership — 
and courage — and determine if 
you've got what it takes to graduate irst in your 
class. Going where no simulator has gone before, 
you'll take on 30 of the universe’s finest _ 
starships, from a cloaking Klingon Bird of Prey 
‘to the Romulan heavy cruiser. All the while, 
Captain Kirk (William Shatner), Commander 
Boley (Walter Koenig) and George Takei in 
a special appearance as Captain Sulu, are a 
to provide instruction as well as inspiration. 


WINDOWS®95 PC CD-ROM 
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1997 Paramount Pictures. Alt rights reserved. Star Trek, Starfleet Academy and related trademarks are trademarks of Paramount Pictures. MacPlay and interplay are trademarks of Interplay Productions. Al 
- rights reserved ‘PayStaton and the PlayStation Logo are trademarks af Sony Computer Entertainment, Inc. All rights reserved. ‘Microsoft, Windows and the Windows logo are egies: trademarks of Microson Corporatio Al rights reserved. Mac ee the Mac 0s logo are 
trademarks of Apple Computer, Inc., used under license, All other copy i hts and cic are " neve of their — owners. E 2 : 
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Itimate 3D Pooi Simutator 
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The ultimate pool simulation just 
got better. Guaranteed. 


ver 2 million pool players have taken a break with Virtual Pool the 
#1 pool game in the world. Now, after 8,000 man hours of 
enhancements, new 3D look and 50 new game features like 
called shots and the ability to jump balls,.the ultimate pool 
simulation is better than ever. And it's still the only pool game 
guaranteed to improve your real pool playing. Virtual Pool 2 
includes 5 new games, 3 modes of play (Amateur, Pro and 
Championship), all new 3D-rendered graphics and 3 texture- 
mapped pool halls. Plus, unlimited camera angles, adjustable 
table characteristics, an all.new physics model and a multi- 
player tournament mode with up to 64 computer opponents. 
ial with lessons on specialty 


There is even a new pool tutori 
shots and pool strategy. 


ry o So, get Virtual Pool 2 today. It’s all new and it’s still the only game with the 
balls to offer a money back guarantee. Have you had your break today? 
WINDOWS°95 PCCD-ROM tst—‘i—s ‘ 


“oo 8 . The Ultimate Gaming Tutor & Simulator 


Prercre yourself for the #1 casino gaming experience! 
~ Featuring vividly detailed graphics and superior 

_ sound, Beat The House will e 
make you feel like you are 
Dpart of the action. Not only 
will you experience the thrill 
® of casino gaming but you'll 
also learn the skills and 
techniques of the experts. 


_ WINDOWS2®95 PC CD-ROM. 
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top 
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Microsoft 
Windows 95 
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L SUITABLE 
4 FOR ALL 
é | AUDIENCES | 
3 Reviewed lor violence, sex/nudity, vulgarity. beer 
re we ous 
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2. What sequel to the best-selling virtual game is so real eo 
it will improve your actual play? 


sf | rights reserved. Exclusively licensed and distributed by Interplay Productions. Beat The House © 1997 Park Place Productions. Beat The House is a 
marks of Sony Computer Entertainment, Inc. All rights reserved. Microsoft, Windows and the Windows logo are registered trademarks of Microsoft Corporation. 


Virtual Pool 2 © 1997 Seleri poerved. 
trademark of Park Plage Prod 6 distributed 
All rights reserved. Ajfother cop and trademarks 4 
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Arkansas. Armed with up to 


ten impractical weapons, ote Fupries 7 
players blast their way Py : © Weve Played 
through country bars, trailer | .§ this: Fear e all’ 


parks, and chicken processing 
plants in search of their 
missing pig who's been 
abducted by evil aliens, But they 
ain't gonna make it without 
enough fuel (pork rinds and 
whiskey) to fend off good ol’ boys 
with sawed-off shotguns who 
aim to blow 
away their 
bony behinds. 
PC CD-ROM 
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©1997 Xatrix Entertainment Inc. All rights reserved. Redneck Rampage is a trademark of Interplay Productions. All rights reserved. Interplay is a registered trademark of Interplay Productions. All rights reserved. Interplay is the sole xiii and distributor. All other trademarks and copyrights 
are property of their respective owners. ©1997 and ™ Hudson Soft Co., Ltd. Bomberman is a registered trademark of Hudson Soft Co., Ltd. All rights reserved. Interplay is the trademark of Interplay Productions. All rights reserved. Exclusively. licensed and distributed by Interplay Productions. 
Windows and the Windows 95 logo are registered trademarks of Microsoft Corporation. All rights reserved. All other trademarks and copyrights are the property of their respective owners. 
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some race for glory. Some for 
money. Then there are those 
who drive for the sheer ecstasy 
crunching bones against their 
bumper. Introducing Carmageddon, 
the racing game that separates the: 
men from the grease spots on th 

Pit your wits and wheels against 2 
drivers over 36 formidable race circuits to 
become The King of Carnage and The 
Prince of Pile-up. PC CD-ROM 


Descent Il: The Infinite Abyss, includes the award-winning 
Descent || with an optional 3D accelerated version and 
the all new Vertigo Series. With 50 levels, 
40 enemy robots, easy to use utilities like the 
Mission Builder, Level Converter and the 
Robot Texture Editor your Descent BS 
experience is infinite. PC CD-ROM F se 


Mlciiny. 
Software 


Since 1989 Bomberman has been The BLAST is Back & more 
defined by gamers as the ultimate CHAOTIC than Ever! 
multi-player game. Now “the man” is 

available in an enhanced multi-player package 

complete with 3D rendered graphics, new character 
animations, and a vast repertoire of spiteful canned 
and custom taunts. Keeping true to the original 
addictive gameplay, you better think fast as you vie 

for deadly power-ups, race against the claek and 

blow your opponents to smithereens. 

WINDOWS®°95 CD-ROM 


Descent © 1996 Parallax Software. All rights reserved. Mission Builder © 1996 Interplay Productions. All rights reserved. Descent, 360° logo, and Interplay are trademarks of Interplay Productions. All rights reserved. Portions of Mission Builder © 1996 Bryan Aamot. All rights reserved. 


Windows™95 is a trademark of Microsoft Corporation. All rights reserved. © 1997 and trademark SCi (Sales Curve Interactive) Ltd. SCi is a trademark of SCi (Sales Curve Interactive) Ltd. Ail rights reserved. interplay is the trademark of interplay Productions. All rights reserved. Exclusively 
published and distributed by interplay Productions. 
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min nell itd DESCENT TO UNDERMOUN : "Ai fights reserved. DESCENT ©1997 Parallax Software. All rights reserved. DESCENT TO UNDERMOUNTAIN is a tradem 
RAGON DICE™ and ©1997 TSR, Inc. Used by Interplay Productio c. ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS and the TSR logo are registered trademarks owned. 
}OL OF RADIANCE, CURSE OF THE:AZURE BONDS, HILLSFAR, $ POOLS OF DARKNESS, EYE OF THE BEHOLDER, EYE OF THE BEHOLDER Il, EVE OF THE BEHOLDER III, DUNGEON HACK 


jos bee dialled baud casual e | 
into Undermountain — a twisting, monster- 
filled dungeon labyrinth located beneath the 


city of Waterdeep. = 
ComING SOON ON PC CD-ROM BY GAMERS. FOR GAMERS.™ 


Survival comes down to te thine Ss: 
The role of strategy. And the roll of the die. 


ntroducing the new CD-ROM version of TSR’s 
blockbuster dice strategy hit, DRAGON DICE. 
Players are challenged to build and command 
dice armies from an assortment of races and 
creatures that struggle for territorial dominance. 
Multi-player features, animated tutorial and 

special collectible Dragon Master die make DRAGON 
DICE a must buy for strategy enthusiasts. 


AVAILABLE Now 
ON PC CD-ROM 
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All the Magnificent Stories. : oo 
» POOL OF RADIANCE™ 3 \ 

he FORGOTTEN REALMS® + CURSE OF THE AZURE BONDS™ 

Archives — the ultimate + SECRET OF THE SILVER BLADES™ 

ADVANCED DUNGEONS & ‘POOLSOFDARKNESS™ == Ry FM ed 
DRAGONS® PC game collection. _*HELSFAR™ OA Ad oA fF Se . < Hicon ra WIEN nee 7 
Twelve of the greatest role-playing - EYE OF THE BEHOLDER™ Ree Te ee a —_ 
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GATEWAY TO THE SAVAGE FR NTIER, TREASURES OF THE SAVAGE FRONTIER, and MENZOBERRANZAN a are trademarks owned by TSR, Inc 
linder license, SS! and Strategic Simulations, Inc. are trademarks of Strategic Simulations, Inc. a Mindscape company. Computer game code @ 
Strategic Simulations, Inc. Used under sublicense. interplay is a trademark of Interplay Productions. Alt nights reserved. Windows and the Window 
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“Fallout has everything necessary to be the best 
roleplaying game of all time” 


- Next Generation: »;;, 


NEW BREED OF RPG 
In the recent wave of fantasy RPG-lites, FALLOUT’s post apocalyptic 
vision sets a new standard for er s role-players. 


With unusual characters, hidden surprises, unique locales, and 
multiple death sequences, FALLOUT packs a replay value few — 
games can match. 


- If you agitate someone with your comments, they'll look and act agitated 
and remember that encounter. Depending on the player's choice of 


conversation topics, characters will look happy, normal, and/ or angry. 


« Over 50 mini-quests with multiple solutions take you ‘thrbigh: 
devastated wastelands such as Rad Scorpion dens, Junktown, and 
the Brotherhood of Steel. 


- Meticulous turn-based combat system lets you target 
specific body parts to wound, cripple, or kill as you see Fit. 


« Make your own character or start with one of three - 
pre-generated types: Diplomatic, Deceptive, or Combative. 


- Victims don’t just perish-they get cut in half, melt into a 
pile of goo, and explode like a blood sausage into 


chunks of flesh. 


- Improve your character's skills through play and 
receive perks tailored toyour character’s abilities. 
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To receive your rebate & be automatically To enter the sweepstakes only: 
entered in the sweepstakes drawing: 1. Complete the puzzle and 


1. Complete the puzzle mail this form to: 
2. Complete rebate portion Z Avalanche of Excitement 
3. Mail this form to: | Sweepstakes 


P.O Box 7 
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Take circled letters from puzzles on the previous pages & decode message: _ __ Sis wii alia ali atc ofl ok oe a 


Titles: Buy: Any combination of Interplay games and accessories listed below between 10/1/97 & 12/31/97. 
( — idieien al a MAIL: 1. Proof of purchase (original UPC) from each product package purchased. 2 Original cash register receipt w/store name or Interplay invoice, title 
a 6 with peavreend! ereand. purchased, and date of purchase circled (receipts cannot be returned). 3. This original completed certificate ~ 
Scaneeary in a stamped envelope to: Interplay Avalanche of Excitement Offer P.O. Box 19129, Irvine, CA 92623. ag 
[] Starfleet Academy™ RECEIVE: Up to $100 cash back (via rebate check). Allow 8-10 weeks for processing. ' 
[] Virtual Pool™ 2 PRODUCTS PURCHASED ass : 
s Fallout™ [ ] $30 - 1 featured Interplay game and 1 Diamond Multimedia Monster 3D Accelerator Card | 
[J Beat the House™ Win 95/Win [ ] $30 -1 featured Interplay game and 1 ACT LABS EagleMAX Joystick BY GAMERS. FOR GAMERS.™ i 
[|] Realms of the Haunting™ [_] $10-1 Interplay game ited , ; i 
(_] DESCENT TO UNDERMOUNTAIN™ (_] $20-2 Interplay games ag | ; ili i 
' | DRAGON DICE™ [] $30 - 3 Interplay games Address — - - - 
= ; Cit State Zi 
|_| The FORGOTTEN REALMS® Archives LI} $0 — tag games ee y oer = P , 
: e-Mmal ress 
[] Redneck Rampage™ ( ) ; i 
The product must be purchased and receipt dated on or between 10/1/97 and 12/31/97. This request must be postmarked by 1/15/98 and received by 1/31/98. Allow 8-10 weeks for processing, This iginal certificate must accompany 4 
[] Atomic Bomberman™ your request and may not be reproduced in any manner. Offer not valid with any other offers. Only the original retail store receipt or Interplay invoice will be accepted. Receipts will not be returned. Materials from noncompliant or 
= ae a5; duplicate requests will not be returned. Not responsible for late, misdirected, incomplete or illegible requests. Offer good in USA and Canada only. Void where prohibited, taxed or otherwise restricted. All rights reserved, I 
Descent II™: The Infinite Abyss a — P —— 
_ oer Products available at participating U.S & Canadian retailers including: , 
‘ Circuit City * Best Buy * CompUSA ¢ Egghead « Electronics Boutique * Computer City ¢ Media Play , 
Babbage's Etc. * Hastings * CompuCenter * CompuSmart ¢ Future Shop © Business Depot ¢ London Drugs i 
1. HOW TO ENTER: No purchase necessary. mtg nen pi 10/1/97. Decode the Interplay bee puzzle and mail the answer on this form or a 3 x 5 card hand printed with your name, mailing address, zip code to: RO. Box 19641, Irvine CA 92623. Entries must be received by 1/31/98. Sponsor assumes no 
ee ieellare for lost, late, misdirected, mutilated, illegible, stolen, inc or mail. 2. ODDS OF WINNING: depends on number of entries received; total circulation of entry forms approximately 1,000,000. 3. WINNERS: will be randomly selected on or about 2/15/98 from all entries that c decode I 
the puzzle & are received during the promotional period. PRIZES: ONE (1) G : A 1998 Jeepe Wrangler SE. ARV $15,000.00. Tax, license, registration, title and any other fees will be the responsibility of the winner. One hundred (100) first Prizes: An Interplay library of twelve (12) titles. (ARV $468.00) Total Prize 
package ARV $61,800.00. Taxes are responsibility of winner. No cash substitutes. 4. Sweepstakes open to all continental U.S. and Canadian (except Quebec) residents, ages 16 or older, except employees of Interplay Productions, HWB, Inc. their affiliates, subsidianes, advertising and promotion agencies and the | 
immediate families of each. 5. By entenng the sweepstakes, participant acknowledges that he/she (or if a minor, the parent/guardian) agrees to allow the use of participant's name and/or likeness and/or voice in publicity concerning the promotion without compensation, oes prohibited by law. 6. Inte’ 
Productions, its subsidiaries, affiliates, directors, and HWE Inc. shall not be responsible for any damages, compensatory, direct, incidental, consequential or ise, with respect to, or in any way arising from this sweepstakes. Grand Prize winner will be required to sign affidavits of eligibility 
and a liability/publicity release which must be returned within 15 days of notification. Canadian resident winners will be saan to answer a mathematical question. 7. This sweepstakes is being conducted by HWB, Inc., and i dent judging organization, whose decision in all matters shall be final. 8. Offer 4 
prohibited or restrictred by law. Offer void in Quebec. Subject to federal, state and local laws and regulations. 9. For 


names of the major winners, send a self-addressed stamped envelope to: Avalanche Winner's List, PO Box 17129, Irvine, CA 92623. Requests for winners lst must be received by 3/198. 
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INTERACTIVE EPISODES. ALL DIGITAL. 
Judgment Rites, and Star Trek 25th Anniversary, comes yan MEY NM CY,W',\ al aN A 
the amazing digital adventure based on the original series. _ SCREENSHOTS_. 


¢ - * 


A Incredible di — esishoatinitie recaptures the 
characters as they appeared 30 years Fe Tee) 


“Bottom line, Secret of Vulcan Fury is set to 
become the ultimate Star Trek game ever”. 


-Adrenaline Vault 


Uncover The Shocking Secrets Behind 
The Original Vulcan/Romulan Conflict 
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“Interplay’s attention to graphic detail has 
resulted in a stunningly lifelike synthetic revival 
of the classic Star Trek players.” 


-PC Gamer 
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STAR TREK: SECRET OF VULCAN FURY: Software ©1997 Interplay Productions, All rights reserved. Trademark and ©1997 Paramount Immersive, Fast-Paced Action 
Pictures. All rights reserved. Star. Trek, and related marks-are thé property of Paramount Pictures. All rights reserved. 


wk All other copyrights’ and trademarks are propery of their ae Dwners. 
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The AD&D same'’s most famous world, the FORGOTTEN REALMS 


setting, is now powered by the award-winning Descent engine. 


EITHER WAY, 


INTRODUCING DESCENT TO UNDERMOUNTAIN, THE MOST 
REVOLUTIONARY NEW AD&D FORGOTTEN REALMS 
COMPUTER GAME EVER. BASED ON AN ENHANCED, SVGA 
VERSION OF THE AWARD-WINNING DESCENT ENGINE, YOU 
ARE CHALLENGED TO BUILD AN AUTHENTIC AD@D CHARACTER 
AND PLUNGE DEEP INTO UNDERMOUNTAIN — A TWISTING 
DUNGEON LABYRINTH LOCATED BENEATH THE CITY OF 
WATERDEEP. HERE YOU WILL ENCOUNTER AN INCREDIBLE 
300° WORLD FILLED WITH SHADOWY HALLS, ANCIENT 
CRYPTS AND ABANDONED TEMPLES — NOT TO MENTION A 
TERRIFYING ASSORTMENT OF CREATURES WHO CALL 
UNDERMOUNTAIN THEIR HOME. SOLVE THE RIDDLE OF 
UNDERMOUNTAIN AND YOU WILL CERTAINLY AMASS A PILE OF 


GOLD. FAIL AND YOU WILL BECOME A MERE PILE OF BONES. 


YOU RE GOING DOWN LIKE NEVER BEFORE. 
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Experience more than 25 different levels that come 


alive in full 31) 3605 detail, from a dwarven temple 


to an ancient Egyptian crypt. 


‘ F : . ] ] : 
Build your character using true AD&D role-playing ee 
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elements —O different races and single or multi-classec 


- r " r ] ‘ 
options. Your choice of character class leads to unique 


abilities and will also affect the way the game plays — 


if you choose a thief character you can climb walls! 
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Battle more than 50) different 3D monsters — Ee } 


skeletons, mummies, giant insects and more... 
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40) different spells, including the powertul magic missile 
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Seek out and utilize more then LOO magical items and 5 


its target in a shroud ot flames! 
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BY GAMERS. FOR GAMERS. 


ENTERTAUVMENT SOFTWARE 
RATING BOARD 


www.interplay.com — 


Coming this September! 


©1997 Interplay Productions. All rights Descent ©1 arallax Software. All rights reserved. Descent to Undermountain is a trademark of TSR, Inc 
Forgotten Realms, Advanced Dungeons & AD&D, and logo are the tra KS OF TOR, Inc. Interplay is the trademark of Interplay Productions 
All r ed. All other trademarks and copyrights are the property of their respective owners 
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$e 3D SGI Art by 
would sell for over $10 


S& Immersive CD surroun 
_ Experience the Seven 


while you can! 
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Actual scenes from game 
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ENTERTAINMENT SOFTWARE 
RATING BOARD 


www.interplay.com 


©1997 Interplay Productions. Of Light and Darkness and Interplay are trademarks of interplay Productions. All rights reserved. Exclusively licensed and distributed by Interplay Productions. Microsoft, Windows and the 
Windows logo are registered trademarks of Microsoft Corporation. All rights reserved. 
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FORGOTTEN. REALMS: 


a POOLS OF “EYE OF THE 
© DARN Y gino beets 


a: } eo ; the magical ‘and. nystical World of ‘the FORGO 
|. ie ‘the most popular‘of the AD&D® worlds. W 
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“hard AD&D® enthusiast, or a newcomer looking 10. be | 
+ we first adventure, this compilation set is sure to become a collec- 
*: tors item: and provide months of entertainment value. - Se 


ture OPES you deep into * Sc 


Dd Pore 


éd1 SDragons: tei, Sale 


Seduced DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS and the TSR ‘og a are registered finee- -. SSI and Strategic Simulations, Inc. are trademarks of Strategic 
~ marks owned by TSR, Inc. POOL OF RADIANCE. CURSE OF THE AZURE BONDS, HILLSFAR, SECRET OF THE’ _- Simulations, Inc., a Mindscape company. Computer game code © SSI 
SILVER BLADES, POOLS OF DARKNESS, EYE OF THE BEHOLDER. EYE OF THE BEHOLDER I!, EYE OF THE —-_and Strategic Simulations, Inc. Used under sublicense. Interplay is 
BEHOLDER Ill, DUNGEON HACK, GATEWAY TO THE SAVAGE FRONTIER. TREASURES OF THE SAVAGE a trademark of Interplay Productions. All rights reserved. All other 
FRONTIER, MENZOBERRANZAN, BLOOD & MAGIC, DESCENT TOUNDERMOUNTAIN and DRAGON DICE are. _ trademarks are property of their respective owners. 

iM Wradetnarks owned by TSR, Inc. and used under license. 
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*_.A True Classic In Computer Gaming!” 


CRITICAL ACCLAIM FOR Re 


60% 
Editors Choice Award 


PC GAMER . 
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5 out of 5 Stars 


4 out of 5 Stars . 8 
COMPUTER GAMING WORLD | 
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°* OPTIONAL PAUSE TO GIVE ORDERS 


* COMPLETE SCENARIO EDITOR 


MODEM, 


® MULTIPLAYER CAPABILITY (LAN, 


INTERNET) WITH ALLIANCE BUILDING 


* SIMULTANEOUSLY VIEW MULTIPLE AREAS 


fn) | ek A | | 


es Move. and change Formations with one | 
“ a Anitial formation 


= ae B. In transit 


+ Se 


€- Final deployment 


Damaged units smoke 
+ and burn — 


_ Unit specific commands | 
allow ultimate control 
‘i and customization | 
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RATING PENDING 


BY GAMERS. FOR GAMERS.™ 


esas www.interplay.com 
Questions? E-mail max2@interplay.com MECHANIZED ASSAULT & EXPLORATION 


© 1997 Interplay Productions. All rights reserved. MAX 2 Mechanized Assault & Exploration and Interplay are trademarks of interplay Productions. All rights reserved. All other copyrights and trademarks are the property of their respective owners. 
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BA the FORGOTTEN [REALMS® ona visually dazzling, real-time 
RPG€xperience.-This wondr¢ struerole playing ona prand scale first bepan, now 
comes alive in stunning praphic detail. Your quest? Lead a party ofadventurersona enaneony to 


save the Sword Coast region froma sinister plot that involves impending war, dar 
betrayed alliances..even your own soul. 


»- Huge game world -5 CDs filled with nearly 10, 000 § » Authentic ADGD® characters, each represented 
game screens in striking, SVGA, all | accusam on-screen down to individual class, race, 
rendered in plorious 16-bit color gender, skin and hair color, armor and weaponry 


Incredibly detailed structures and environments; b Manage uptoa6-character party ona ripping, 
dynamic lighting; day/night, rain, snow, fog,and “  non-linearadventure spanning, seven chapters 
lightning, effects with multiple twisting, subplots 


L@ i. iy « 
ARRIVING MARCH, 1998 
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©1997 BioWare Corp. All rights reserved. ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS and the TSR logo are registered trademarks 
of TSR, Inc. BALDUR'S GATE is a trademark of TSR, Inc. Interplay is a trademark of Interplay Productions. TSR is a subsidiary of Wizards of the Coast, Inc. 
All rights reserved. All other trademarks are property of their respective owners. 
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Complete Freedom of 
Precision Killing. 


“Were not talking about your standard 
run-and-gun ¢ our-player session here. 


’ 
“Seriously Hot! 
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VR Baseball Virtual Pool 2 VA Sports © 
Hardware Accelerated Powerboal hacing 


orts.com 


The Difference Is Real 


VA GOI Jimmy Johnson's 
VA Football “98 


ZF EV HLT 


POWERBUAT 


F. T™ 


Sirap in and throttle up as 
you whip through the most 


realistic and immersive 


powerboat racing game 
ever made. Jump over 
roadways and through 


i Check out the funnels bul don’t 
passing CONVOYS Or speed get too friendly with the walls. 


16 BOATS TO CHOOSE FROM between oil tankers before 


they close off the track 
and turn your boat to 
splinters. Hind a shortcut 


and take the lead, or better 
yer, secure your victory 


See the Sights in New York, 
and force your opponent but watch out for the cabs! 


into a river barge 
at 700 miles 
per hour. 


we 
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® Dive under water, crash through 
waves and careen off jumps. 


® Fully interactive 3D environments 


that continually change during races. Split your screen 4 ways and 
play 3 friends simultaneously. 
® Race computer opponents or compete 


with up fo eight networked players. 


® Light super-iniense racetracks from 
around the world to tear through. 


® Can’! find a worthy opponent? Race 
your “ghost” using your own bes! time. 


Available January 98! <ga/ cco wm 


Use first-person or 
third-person “flo-cam’ to 
caich all the action! 
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Designed fo PROME+HEAN 
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PlayStation 


© 1997 Interplay Productions. All Rights Reserved. PowerBoat Racing, VR Sports logo, The Difference is Real, and Interplay are trademarks of interplay 
Productions. Published and distributed by Interplay Production. All other trademarks are properties of their respective owners. All Rights Reserved. 


oat 16815 Von Karman Avenue 


irvine, CA 92606 
www.vrsports.com 


Actual PC screenshots 


@ All new physics model that allows you to @ Real-time photorealistic animation, 3 texture- @ Over 8000 man hours of enhancements 
call shots and even jump balls! mapped pool halls and 5 new games. and over 50 new game features. 


ALL NEW. f Sequel to the 


best-selling pool simulator! 


The ultimate pool simulator just got better. Guaranteed. THIS GAME 


Over 2 million pool players have taken a break with Virtual Pool, the #1 pool WILL IMPROVE 
game in the world. Now, with 5 new games, 3 modes of play (Amateur, Pro and elel-m \enney\ a 
Championship), adjustable table characteristics, 128 computer opponents, Yee) mm \ Ae) =} 
network play, new pool tutorial and a tournament mode with up to 16 chal- felel- me) | =a4 
lengers, Virtual Pool 2 is better than ever. Designed by physicists and mathe- sy Nola 
maticians, Virtual Pool 2 is the only real-time 3D pool game guaranteed to 
improve your game...or your money back! 


, oe 


DETAILS INSIDE PACKAGE. 


GUARANTEE 


VR Sports vested for KIDS TO ADULTS 
© 1997 Celeris, Inc. All rights reserved. Virtual Pool, VR Sports, VR Sports logo, The Difference " 1681 Pp Von K A oe 
Is Real, and Interplay are trademarks of Interplay Productions. All rights reserved. Exclusively SPORTS 6815 Von Karman Ave. 
licensed and distributed by Interplay Productions. Microsoft, Windows and the Windows logo Irvine, CA 92606 GCeleris (sor 
are registered trademarks of Microsoft Corporation. All rights reserved. All other copyrights icroso 
and trademarks are the property of their respective owners. The Difference Is Real? www.vrsports.com Windows 95 


Perhaps the most revolutionary thing about the > 
game is its bright environments 


irst there was Quake, and it was good. Now comes the _ 
next-generation games made from its technology, 
Hexen Il and Half-Life. While the former has already received 


plenty of press, the specs for Half-Life show it’s equally wor- 


thy of attention. With its advanced Al and technological enhance- 
ments, it’s easily the most ambitious of the Quake games. 

You start the game as a lowly research assistant working on a top 
secret project in a converted missile silo. An accident fractures the 
fabric of space-time and causes hordes of creatures from another 
dimension to drop on into our world. With monsters everywhere, 
and your fellow scientists proving to be tasty alien food, you decide 
to leave. However, wouldn't you know it - much of the security sys- 
tem is still functioning, forcing you to scavenge keys and codes. 

As you maneuver through the environments, you stumble on 
another scientist who has a dimensional stabilizer, which will stem 
the tide of beasties. As you make your way to the surface, you find 
the Government 
has arrived, and 
it's getting ugli- 
er. After watch- 
ing the carnage 
for your own 
personal amuse- 
ment, you 
retreat back 
down into 
another silo. 
Eventually, you'll 
make it into the 
alien’s world (of 
course) and save 
humanity (of 
course). 

Everyone who 
was shown the game at the Electronic Entertainment Expo was 
walked through a number of rooms that showed off the game’s vari- 
ous features. Its Al received the majority of the press, and with a few 
levels actually in place and populated by creatures, we were finally 
given the opportunity to test it for ourselves. 

Overall, despite a few rough spots that are expected in an a pre- 
alpha build, it works pretty much as advertised. Approaching a hall- 
way filled with enemy troops, they hid and ducked behind boxes, 
with one turning tail and running down a hallway. They bounced 
grenades off of walls, and generally made themselves tough to hit 
(though they had a propensity for not quite hiding their entire bod- 
ies, always leaving a little bit of shoulder present for sniping). 

The animation for the troops, though, is quite impressive. The 
troops bend over to re-load their weapons, and convincingly throw 
grenades. The figures use a skeletal animation system created by 
Gevetoper Valve which models the bone structure beneath the “skin” 


_ generate more frames per creature than is found in the average 3D 


(or textures) of the figure. This technology has allowed the artists to 


shooter, allowing for more variety in the movement. 

The environment is more interactive than that found in Quake, - 
with bullet holes and blast marks appearing on walls. You can shoot _ 
out glass to your hearts content - however, no word on whether 
there will be any toilets to shoot. As with Hexen, the environments 
give the illusion of being seamlessly linked together, with no “endof __ 
level” button to press. 

Sound does a lot to increase the gamer’s immersion in an envi- 
ronment, and Valve has tweaked that aspect of Quake with 3D sound 

and real-time 
DSP (Digital 
Signal 
Processing). 
With the lat- 
ter technolo- 
gy, sounds 
vary in pitch, 
volume and | 
duration ae 
f depending 
- onthegeom- 

: ee ofthe 
environment, 
from the echo of iste rooms to the rever- a 
beration in a metal room. ae 

The only fear with Half-Life is that its. 
reliance on its technological advantage 
may somehow prove detrimental to its 
overall playability. 16-bit color textures — 
sound good on paper, but in action it's a 
tossup whether the game is actually better looking than Hexen // and 
its 8-bit textures (in 3Dfx mode, of course). All of the lighting effects 
— multiple transparent textures, translucent water, colored lights 
mixing together to form additional colors — also sound good, but 
what do they bring to the game beyond the “wow, colored lights” 
factor? (Admittedly, the flashlight illuminating a dark room is an 
effect that can easily be integrated into gameplay.) 

All of these high-tech doo-dads conspire to bring up the big killer of 
3D game immersion — variable frame-rates. In admittedly un-opti- 
mized form, some of the more complex environments can bring an 
ultra-fast machine to its knees, even with the mighty 3Dfx card. Finally, 
will deathmatchers care one bit about the improvements in Al? 

Regardless, with Quake 2, Hexen II and Unreal all scheduled to hit 
the shelves this fall, Half-Life still manages to stand out. We'll all have 
chance to get a Half-Life this November. —Steve Bauman 

Half-Life + Sierra » Windows 95 


Seon of color 


s COMPUTER GAMES 131 


WANT 


Resizable in-game windows provide >» 
a totally customizable interface 


n Sierra's world of sequels, the Police Quest legacy is 
quite long (not as long as, say, Leisure Suit Larry's, but 
who's counting?). From beginning to end, though, it 
has taken a drastic curve. After four point-and-click adventures 
and a full motion video tactical simulation, we now see a real-time 
strategy game. 

The original SWAT had all the desirable elements: high machismo 
value, loads of weapons and completely realistic SWAT tactics, but 
was a bit limited by the full motion video and its scarce three mis- 
sions. We are now looking at a possible 50 missions, 25 per side (you 
may play as SWAT or the terrorists), that are generated on the fly so 
that even the same mission will play out differently each time. Unlike 
Command & Conquer and its (gulp) clones, this title follows more in 
the footsteps of a Jagged Alliance style game, with fewer units solv- 
ing situations in a tactical setting. 


The resizable playing field is square tile-based, with a three- 
quarter bird’s eye view similar to Diablo. They toyed with the idea 
of diamond tiles but the idea was thrown out because of redraw 
issues. Choose five units per team from 120 fully rendered 3D char- 
acters, each with its own particular Al. The characters will have very 
distinct skills, weaknesses and personalities - another boost for 
replayability since it’s sure to take quite a few tries to assemble 
“just the right team,” and “just the right team” is bound not to be 
the right team in every instance. In addition to your squad, you will 
be able to control special units such as snipers, a Crisis Negotiation 
Team, the LAPD helicopter and the SWAT tank. The missions are 
based on actual LAPD SWAT incidents (locals may not want to 
know that...), and the inimitable Daryl F. Gates will be on hand to 
guide you, only when you're playing “the good guys” (that’s the 
SWAT side...for those that might be morally impaired). For the ter- 
rorists, fun activities will include bombing, kidnapping, raids and 
yard sales, er, scratch that last one. 
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In the first SWAT, following actual SWAT tactics by the book was 
de rigeur — if you didn’t, back to training you went. Here the 
designers have given us a bit more leeway; you will be able to act 
against procedure - kill, beat, maim and torture even — but 
although that’s lots of fun (just ask the LAPD), you will not be 
rewarded for it. Virtual public perception of your activities will have 
a lot to do with the level of your budget, so on the SWAT side of 
the coin, it is not a good idea to go off like a stress-crazed lunatic in 
desperate need of retirement. 

Up to eight people may compete head-to-head, or group togeth- 
er as teams via modem, LAN or Internet. Multiplayer games will have 
simplified mission objectives and will offer the player more than one 
team to control (player’s choice how many). Why wouldn't you 
always want to have every possible unit? One reason is that it would 
be a micro-management nightmare, another is that an uneven 
number of teams offers handicapping possibil- 
ities — better players could increase their chal- 
lenge if they opt for fewer units; but mostly, 
unless you're in a deathmatch situation, it 
does not necessarily help to have that many 
units, since the objective is not always to kill 
the other team. The unit-selection options are 
also under budgetary restriction — so will you 
want more 
bodies, or 
weapons 
and equip- 
ment 
instead? 

When the 
first SWAT 
was doing 
extremely 
well at the 
box office, 
and the 
decision 
was made 
todoa 
sequel, the cauldron of real time strategy games was just beginning 
to bubble. Now that it's boiling and erupting, everyone who has 
one in the pot is gasping and struggling to show how theirs stands 
apart from the rest. They believe that there is less of a proliferation 
of real-time squad based games and that this, along with the Police 
Quest legacy and actual tie-ins with the LAPD are the hook. Sounds 
feasible. —Cindy Yans 

Daryl F. Gates’ Police Quest: SWAT 2 « Sierra On-line * Windows 95 


| And they 
haven’t even seen 
the team waiting 
in the wings 


¥ Barbed wire 
protects the 
highly valuable 
rubbish 
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THE BETRAYAL 


You step off the plane in Turkey 
and are thrown into a murderous Conspiracy. 
Decipher the chies. Solve the mystery. 
Or pay with your life. 


Receive a $10 rebate in the 
www.planetexplorer.com mail when you buy this game. 
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J Connection’ Travel 
Purchase a United flight onli 
* Certificate on _— > 4m Olaliicre Mille 
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are is included in every game. 
April 30, 1998, and receive a $25 Travel 
of $200 or more. Some restrictions may apply. 


ghts reserved. All other trademarks ore the property of their respective companies. 


_ The aquatic life in SubCulture makes the environment feel almost alive > 


UD GUE 


ans of Blue Byte’s Archimedean Dynasty, or of under-sea 
adventure, may want to turn their rudders towards 
Criterion Studios’ upcoming SubCulture. Previously known 
for Scorched Planet, Criterion has taken a big step forward 
in immersive graphic environments with their 3D-accelerated 
underwater seascape. While the game lacks the deep layer of con- 
versation and character interaction of Archimedean Dynasty, it 
does give you free reign to travel throughout the undersea world. 

SubCulture takes place on Earth, where you're a member of a 
race of tiny undersea men. You play a mercenary whose home 
has been destroyed by atin 
can that fell overboard from a 
polluting human ship. This 
leaves you scouring the ocean 
floor for crystals, pearls and 
metals to harvest for profit. 
You also seek freelance 
employment from either the 
Bohine or the Prochas, two 
opposing factions who are car- 
rying out a covert wars against 
each other. You'll also come 
into contact with pirates, the 
Brotherhood (a pseudo-reli- 
gious trading cult), and over 
20 types of aquatic life includ- 
ing various fish and giant sea 
turtles (all suitably large given 
your diminutive size). The 
ocean floor is also littered with 
human garbage like cigarette 
butts, bottle caps, coins and, 
of course, a big tin can. 

As with Archimedean 
Dynasty and the Wing 
Commander games, the mis- 
sions cover a variety of tasks, 
from rescue to search and 
destroy, and the game's 
undersea environment helps 
set the situation. For instance, 
an early mission requires you 
to latch an escape pod onto a 
sub carrying scientists to 
Aquatraz, the local prison, and you must keep the sub in tow long 
enough to give the scientists time to get secure in the pod before 
returning them to their base. You can even acquire an ROV, similar 
to the robot seen in the movie The Abyss, to scout things out, and 
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there are chasms and caves to discover and plunder for resources. 
The game will be divided into four stages, and the missions you 
take will directly affect your relations with the various factions in 
the game, adding a nice layer of replayability since both sides 
have different tasks. This also helps make up for the game’s lack of 
multiplayer options. 

Easily the most distinctive facet to the game, however, is the 
lush undersea environment. The sea life that moves its way 
through the murky depths will interact with you at times (some 
fish attack you, while others seem to be attracted to your bright 
yellow submarine), and 
help make the environ- 
ment feel more real and 
fluid (so to speak). The 
game has day and night 
modes, adjusting the light 
levels accordingly, and the 
ocean's ceiling is a strik- 
ingly rendered, with its 
rolling surface and spikes 
of light penetrating the 
water from the sun above. 
Of course, you can’t actu- 
ally go to the surface. The 
game’s use of “fogging” 
seems more natural in this 
water world then it would 
on a surface based game. 
Also, the particle effects, 
bubbles and general feel- 
ing of watery “sway” are 
extremely distinctive. 

SubCulture’s little touch- 
es such as specks of pollu- 
tion bobbing and getting 
pulled along under the 
currents makes the illusion 
of its environment much 
more complete. In the 
beta tested here, your own 
vessel doesn’t actually 
generate a shadow, which 
does detract somewhat 
from the otherwise immer- 
sive environment. Hopefully this will get fixed in the final version, 
as Criterion hurries to tweak SubCulture’s gameplay so that it will 
be out in time for the holidays. -Jason D’Aprile 

SubCulture * UbiSoft * Windows 95 


The Brotherhood’s 
refinery is danger- 
ously close to 
pirate territory, 
but is an important 
stop for any 
sub-miner 


There’s no lack 

of danger in 
SubCulture, so 
good piloting and 
combat skills are 
imperative w 
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AFFILIATE PARTNERSHIP 


Play through 360 million — Challenge up to 5 other Control more than 160 
years where life evolves at opponents as you play creatures as continents Available on 
30,000 years per second. _ across the whole planet. _ collide and break apart. Windows? 95. 


UNITED United Connection” Travel Planning Software is included in every game. 
CONNECTI@N. _ Purchase a United flight online by April 30, 1998, and receive a $25 Travel Certificate 
on your next United flight of $200 or more. Some restrictions may apply. 


©1997 Discovery Communications, Inc. All rights reserved. All other trademarks are the property of their respective companies. 
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2 ®, ™ & © 1997 Lucasfilm Ltd. All Rights Reserved. Used Under Authorization. 
Star Wars, Dark Forces and the LucasArts logos are registered trademarks, 
and Jedi Knight is a trademark of Lucasfilm Ltd. 
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INTRODUCING THE 
FIRST GAME YOU CAN PLAY 


WITH THIS JOYSTICK. 


THE LIGHTSABER. THE ELEGANT WEAPON OF 
THE STAR WARS® SAGA. NEVER BEFORE HAS 
ANYONE BUT A JEDI KNIGHT BEEN 


WORTHY OF CARRYING ONE. UNTIL NOW. 
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JEDI KNIGHT™: DARK FORCES® Il CONFRONTS YOU WITH THE JOYS OF JEDI KNIGHTHOOD. 


THERE’S COMBAT. MORE COMBAT. (DID WE MENTION COMBAT?) YOU LIVE LIFE AS A MARKED JEDI. 
INTERGALACTIC ASSASSINS ABOUND ON TWENTY-ONE 3-D LEVELS, EACH WITH THE SINGULAR 
INTENT OF PUTTING “I KILLED A JEDI” ON THEIR RESUMES. BOSSK, GORC, JEREC - EACH EVIL ENEMY 


YOU FACE WANTS YOUR JEDI SKULL ON A STICK. AND THERE'S DEFINITELY NO JOY IN THAT. 
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Over the Net 


You get what you pay for... right? 


o...who here believes you get what 
you pay for? (Our imaginary audience 
reacts quickly - most hands go up.) 

OK, then — who here believes the new free 
services are the best thing since sliced bread? 
Nerf weaponry? Heck, even lawn darts? 

(Some grumbled mutterings from the pay 
services, but most hands go up again.) 

All right — last question: Who believes the 
free services will stay free? 

(More muttering, people look slyly at one 
another waiting for someone to go first; hands 
eventually go up and down in confusion, and 
everyone looks around for guidance.) 

The reaction to this last question pretty 
much epitomizes the state the online gam- 
ing industry finds itself in right now. Chaos 
reigns, and although you hear a lot of brave 
talk, nobody really knows whether a free or 
pay model (or a combination of the two) will 
end up driving the industry. Pay services 
such as TEN, Engage and WorldPlay are 
fighting to keep charging for their products, 
but it’s currently an uphill battle against 
consumer perception — especially when fac- 
ing the new breed of free services from 
game companies like Blizzard and 
Westwood. On top of 
all that, they must also 
contend with IPX/Net 
emulators such as Kali 
and Kahn. Finally, 
though, in what is the 
oddest thing of all, 
consumers are coming 
to the conclusion that 
free-play is here to stay 
~ even before all of the 
smoke clears. 

I’m afraid I’m here to 
rain a little on that 
parade. | don’t believe 
free services will 
remain free, and | think 
pay-to-play is here to 
stay in some fashion. 
That's not to say that there won't be any free 
content on the net; however, in the long run 
it’s likely much, if not most, of that free con- 
tent will be old titles or filler, and the premi- 
um content will cost you. 

Let’s take a closer look at the facts. This 
entire “free is here to stay” fervor started 
when Mplayer first shifted (some say out of 
desperation) to its free model. But you know 
what? If you look closely, you quickly realize 
the only content that went free on Mplayer 
were titles that were already easily playable 
over the net. The existing “premium” content 
was slipped into the Mplayer Plus side of the 
equation, which costs $29.95 a year. But wait! 
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Blizzard plans to blaze new frontiers with the battle.net 
implementation of Starcraft 
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| can already hear the crowds cry, 
“But that’s definitely cheaper!” 

True. 

But that’s also paying money, 
which, by any definition, isn’t free. And just 
what content have you already seen in the 
Plus area? Quake? Red Alert? You can play 
these titles in a variety of ways for free, not 
including the obvious methods such as 
QuakeWorld or Westwood Chat. 

Of course, we can’t forget the online-only 
content coming onto Mplayer. Although the 
first announced title WarSport is hoping to 
Survive as an advertiser-subsidized game, it’s 
hard to see that sufficient advertising dollars 
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TEN continues to push the pay-to-play model... and time 
might just prove them right 


are actually there. Other online-only titles 
are said to be under development, too, and 
it's also been rumored that Mplayer is con- 
templating yet a third pricing plan - in other 
words, a pay-to-play plan for premium con- 
tent. Care to guess where these future 
online-only titles will fall? 

Microsoft is also planning to charge for 
their content, and as the quality of online- 
only titles goes up, and they become more 
popular, it’s hard to imagine the company 
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THE ONLY INTERNET GAME NETWORK ENDORSED BY 
THE CYBERDIVERSION INSTITUTE / 


h WHAT THE CYBERDIVERSION INSTITUTE SAID ABOUT THE HEAT.NET 5-POINT PLAN: 


TS UE RAO TEie ge MEIEOT EES A AH ‘ 
1 POINT #1; MAKING INTERNET GAMING EASY. | TNS As Tr 
: What the about being able to log on to HEAT.NET, download the free HEAT software and play f 
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for free, or simply purchase the retail package (includes six months’ premium membership, a HEAT ¢ AP 
CD with games, and internet access from MCI): “WEAT.NET’S SIMPLIFIED START-UP PROCESS WILL JOHP-sTART \° ER 
WORLD PEACE BY ALLOWING PEOPLE TO START BIVERTING THEIR AGGRESSIVE URGES AWAY FROM REALITY INMEDIATELYI” \ Swe ah 
POINT #2: CREATING THE ST INTERNET GAMING EXPERIENCE. wees scene a 


What the CD! said about HEAT.NET having the smoothest, fastest internet gaming available: 
Pe “THE FASTER EVERY HUMAN CAN PURGE THEIR EVIL REPTILIAN COMPLEX BUILDUP, THE BETTER FOR ALL OF Us!” 


POINT #3; COMPATIBILITY WITH MOST MULTI-PLAYER CD-ROM PC GAMES. 5 
3 


What the CDI said about HEAT being compatible with almost every multi-player 
CD-ROM PC game, after playing their favorites, including Quake™ WarCraft II™ 

and Scud: Industrial Evolution™ as well as HEAT-exclusives, like DeathDrome™ 
Alien Race’ Net Fighter™ and “intense” HEAT-only Quake Mods: “7#/¢ WIDE RANGE OF 


REPTILIAN COMPLEX OUTLETS PUTS THE POWER OF PEACE INTO THE HANDS OF THE MASSES!” 
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POINT #4: OFFERING REWARDS FOR FREQUENT PLAYERS. 


What the CDi said about HEAT being the only network to award frequent player points 
(Degrees) that can be redeemed for prizes: os 


“WHAT AM IDEA! IF PEOPLE PLAY HORE OFTEN, THEY WILL QUELL AGGRESSIVE ORGES MoRE OFTEN | 
AND DECREASE REAL-LIFE AGGRESSION HORE OFTEN” — 


POINT #5: CREA AND EVENTS. 


What the CDi said about HEAT’s automated, secure events and the ability to rise to the top 
against the best competition in the world: 


Do 
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a HEAT 1S THE ANSWER/ 4 


© 1997 SegaSoft Networks, Inc. HEAT, HEAT.NET, Net Fighter and Alien Race are trademarks of SegaSoft Networks, Inc. Scud: Industrial Evolution and its 
characters are ™ and © Rob Schrab. DeathDrome is a trademark of Viacom New Media, Inc. All other product names are the trademarks of their respective owners. 
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Diablo’s high quality was one of the many factors that contributed to battle.net’s 


early success 


not continuing down that path. Asheron’s 
Call and Fighter Ace are the first premium 
titles that will be charged for on the Internet 
Gaming Zone - and you can bet there will 
be more as time goes by. 

(Someone from our imaginary audience 
cries, “What about battle.net, and its incredi- 
ble success with Diablo? They've got over a 
million users!”) 

Ah yes... Blizzard’s battlenet - a perenni- 
al favorite of the free-service advocates. 
Don’t get me wrong - | think battle.net is an 
incredible achievement, and definitely 
deserves the accolades it has received. 
However, | also have to point out that up to 
now the entire success of battle.net was 
predicated by the success of Diablo - a defi- 
nite “A” title if there ever was one. And the 
extra costs incurred to put up the (admitted- 
ly basic) service battle.net currently provides 
are easily covered by the extra copies 
Blizzard can sell at retail. 

So, at first glance, battle.net definitely 
seems like a huge success. And indeed, its 
million accounts are nothing to scoff at. But 
pause a moment, and chew on it a little 
more. I'll bet some questions come to mind. 
For example, just what does that number 
mean? Does it mean there are a million indi- 
vidual users? Or are they just accounts? And 
if they're accounts, how many are duplicate 
accounts registered to a single user? Beyond 
that, once you have a real number for indi- 
vidual users (not accounts), how many of 
those users are actually current players? (For 
the sake of the argument we'll define “cur- 
rent” as having played on the service within 
the last month.) Finally, how many of those 
accounts are people who logged in once out 
of curiosity and never played again? 

But wait! There’s more! 

What happens when Blizzard (or another 
game company) doesn’t have another 
Diablo megahit? What if every company has 
some sort of free play option, and the 
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online gaming scene is 
much like your favorite 
store shelves, blanketed 
with mediocre titles along 
with the few gems? = 

What happens, then, is el eadevimgge 
that free play has become 
a commodity - something 
every title has to have to 
be competitive - and sud- 
denly you've added another layer of cost to 
doing business. This additional cost comes 
at a time when rapidly-escalating game 
budgets are making it harder and harder to 
simply get a decent return on a title. 
Advertising certainly won't pick up all the 
slack — especially when those advertisers 
get burnt on some of those aforementioned 
mediocre titles. On top of all that, pressure 
from competing free services will force the 
game companies to expand their services, 
and add features. 

battle.net is notorious for its hacking 
problems, which can all be traced back to 
the fact that the service is a stateless system. 
Its current architecture can be best summa- 
rized as a chat room that lets you launch 
games. Once you launch a game, the game 
clients connect directly to each other; you're 
not even connected to the battle.net system 
while playing. The advantage of this is dra- 
matically lower cost - Blizzard doesn’t have 
to support the backend to store persistent 
information such as accounts, screen names, 
ranking/score tables, and tournament data. 
However, in order to stay competitive (and, 
to be fair, support users’ requests) Blizzard 
recently announced that it’s going to 
expand the system to include such features. 

Go ahead -— blink a few times. That’s right 
— you're not seeing things. What you're look- 
ing at is a very TEN- or Mplayer-like service — 
the same services that are having huge 
problems supporting their infrastructure 


due to the great cost. At some point Blizzard 


map? Someone stole 
these dungeons. | think there's a port 


Microsoft’s upcoming Asheron’s Call 


RGM Rag Smeg 


25:40 


SOIRECT HITZ 
(9) <s 


— 


Pl 


TARGET DHEAT 


BETA RELEASE 1.0 


(and other 
game compa- 


nies in the 


pie eon = ‘Ke Same posi- 
0495 5 B53 ‘ 


tion) will have 
to pass on 
the costs. It'll 
be for premi- 
um content, 
and for 
added fea- 
tures, but it 
will cost, 
nonetheless. 

I'd like to 
state that I’m not picking on Blizzard for any 
reason except for the fact that they did it 
“right” first. Most of the points above can be 
applied to any “free” service, including 
Microsoft's Internet Gaming Zone and 
Westwood Chat. | sincerely believe 
battle.net is an amazing achievement, and 
am definitely looking forward to playing 
Starcraft over it. However, | do hope that 
people also realize that Blizzard has only 
taken the first baby steps toward online 
gaming nirvana, and that as they add 
requested features, it’s likely battle.net will 
one day become a pay service of some sort. 
The question is whether the added costs will 
be too much for some companies to bear, in 
which case we might see some consolida- 
tion. And once that’s happened, it’s not too 
much of a stretch to see a renaissance of 
dedicated pay gaming services. It sure 
would be an interesting turn-around. 

To sum up, it’s a little premature to be 
hailing the advent of free play gaming over 
the Internet. Rather, it looks as though all 
this current free play craze has done is force 
companies to reconsider their pricing mod- 
els, and in many cases lower their prices. The 
question is whether it’s really a win-win situ- 
ation for gamers. At some point a few of 
these companies are going to go out of 
business, and your choices will be limited 
somewhat. We'll see free games, all right - 
there’s no doubt about that. But in the long 
run you'll be paying to play the good stuff. 
—André Vrignaud 
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CHECK OUY THE INTERNET S KILLER APP. 


netWAR™ is state-of-the-art, arcade-style action, Now, rather 


than playing against a machine, you can arm yourself with 
kick-ass weapons and take on up to thirty real-life human 
HSPOnenES<-ali aniline, 


One minute you're torching a tank 
driver from Yan Francisco, the 
next you're gunning down a <jet- 
packed flame-thrower from Muskogee, 
next you're bombing an 
Apache tail-gunner from 
rorGg Worth, 


The action’s faster and more fun than anything 
you've seen on the Internet.» You can battle 
solo or even create your own squad for teamed 
assaults, Best of all, there are 
no hourly fees or clubs to join, 
Fitts Aeon. @na TrLencshig=- 
c+ hours a day, every day, 
just like real battle, 


Get in on the action: 
get a free demo or down- 


load the game Qywyw.hnetwar.com , 


The ruld version of netWAR 1. & also 
available at your local retailer, 


IS REALTY GOOD For! 


THEN MAKE A KICLING ON THE WEB. 
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Download the free demo 

and you'll be enlisted 
automatically in The Spoils 
of netWAR Sweepstakes. This is your 
chance to win more than $100,000 in 
killer prizes. 


The Spoils of netWAR Sweenstakes 


. $100,006... 


If we told you the whole $100,000 list of prizes we'd have 
to kill yous; so check out the site for more details, or call 
COLL Tree b-ooeo-aNMeTUAR. fer Hare informatio. 


The Internet's Hottest-Action Wargame 


www.netwar.com 


No purchase necessary. Must be 18 years of age or older to enter. Open to legal residents of the U.S. and Canada. Void in the Province of Quebec, the States of New York, Florida and Rhode Island, and 
wherever prohibited by law. For more information review the official rules at www.netwar.com or call toll free 1-888-3netwar. Copyright © 1997 Headland Digital Media, Inc. All rights reserved. netWAR and 
Headland Digital Media are trademarks of Headland Digital Media, Inc. 
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Of maps and manuals 


ell, this is my second try at this 
month’s column (the first was 
about the incongruity of game rat- 
ings and strategy game subjects; bloody 
first-person shooters get “teen” or “adult” 
ratings, whereas games encompassing 
death on a far larger scale are “for all ages,” 
something that lead me to jaw that “homi- 
cide’s for adults, but genocide’s for kids”). | 
was in full grognard grumble mode, but | 
shook it off; this time I'll moderate my grum- 
ble somewhat. 

The topics de jour have to do with maps 
and manuals in strategy games in general 
and wargames in particular. Maps... I’ve 
grumped about this one before, but it con- 
tinues to be a problem. One of the biggest 
complaints from boardgamers (especially 
board wargamers) trying to make the move 
to computer games is that the viewable 
maps/boards are just so darned small; 
whereas they’re used to seeing a game 
spread out before them on a table, upon 
moving to the computer they discov- 
er they can only see a fraction of the 
action at a time, something that 
makes it hard to grasp the overall pic- 
ture. Sure, computer game designers 
long ago came up with contrivances 
like Zoom maps and so forth, but 
what about the simple expedience of 
making use of larger resolutions? 
Mac gamers are used to this, but all- 
too-often designers on the PC side 
ignore higher resolutions, either 
switching to a lower-res or just dis- 
playing their map in a portion of the 
screen, surrounded by blank space. 

While this might be excusable in 
DOS games (although not really; if 
the five-year old V for Victory series 
can use multiple resolutions, modern 
games should too), | really don't 
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4 Instead of making use of higher resolutions, many strategy games and wargames use con- 
trivances like multiple zoom levels (pictured: Sierra’s Civil War Generals) 
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& Antietam’s Cornfield after one of my PBEM battles - bloody 
indeed, but game ratings don’t reflect it 
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griped about the lack of a replay 
feature in Stee! Panthers I] PBEM 
games - only to have a friend 
point out that it was there... | just 
hadn't found it in the manual). 
And publishers, don’t use the 
excuse of “production costs” with 
me - I'd rather pay a couple of 
extra bucks for my game than 
save the costs and pay $20 or 
more for a strategy guide that 
tells me things that should have 
been in the manual. 

I've always been jealous of the 
sims folks as they tend to get nice 
juicy manuals; true, often they 
are filled out with the same 
“basics of flight” material, but 
some are really nice (oh for a 


“ai 
an ot 
p- - 


& 


understand why Windows-based 
games can't use my extra screen space, espe- 
cially if they're tile-based. I've asked a couple 
of designers why they don't use the higher 
resolutions to display more map (or at least 
provide the option), and | usually get blank 
looks, almost like they’re asking why I’d want 
to do that (to which | want to slip into the 
vernacular and respond, “Well, DUH!”). 
Manuals are the second gripe-of-the- 
month; like the weather, everyone com- 
plains about them but nobody seems to do 
much, especially the publishers. Well, that 
may not be fair — at least the trend to elimi- 
nate hardcopy manuals seems to have been 
(temporarily?) derailed. Now, I'll admit it — | 
love a good game manual (yes, I’m the one 
who “dines with them”), so maybe that 
means I’m a tad biased... but | don’t care. A 
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solid, well thought-out manual can provide 
me the information | need to really get into 
a game, and can expand on the gameplay 
experience by suggesting things | might 
never have discovered in a game (especially 
if it has a bad interface, another gripe | won't 
go into). 

In addition to describing the mechanics of 
the game’s interface, a good manual should 
explain general game play as well; a really 
good one offers strategies and plenty of 
tables of data for those who like that kind of 
stuff. Oh, and manual writers — please put 
an index in your manual! If! could do it in 
Word Perfect for a term paper in 1989, you 
can do it with your fancy-schmancy layout 
software in 1997, and it could save your 
game from negative backlash (| almost 


Jane’s manual in those complex 
wargames!). Some publishers are improving 
(kudos especially to SSI, whose recent manu- 
als have lifted the company from one of the 
worst in the business to one of the best), 
some have always been pretty good 
(Arsenal's one game, TacOps, shipped with a 
good manual, especially for the PC version 
which had pages of strategies generated by 
players of the Mac version), and some con- 
tinue to do badly much of the time (Sierra, 
fie on you for that Birthright “booklet”). 

Publishers are convinced that gamers 
don’t use manuals, and for action games 
and adventures they may be right. For strat- 
egy games and wargames, however, | think 
a good manual is essential; if you agree let 
them know, as that’s probably the only way 
they'll change. —Scott Udell 


On War 


A moving experience 


ith the advent of new tank simula- 
tions, | feel it is time to devote 
some attention to the Movement 
to Contact, Hasty Attack, and Deliberate 
Attack . Our force consists of a US Task 
Force (TF) of three tank and one mecha- 
nized teams. 


The Movement to Contact 
Movement to Contact is used when enemy 
contact is lost or when there is no informa- 
tion as to where he is. A battalion conducting 
a movement to contact is assigned an axis of 
advance or a zone and an objective. It is not 
necessary to reach the objective or stop on it; 
rather, the true mission is to find the enemy. 
The TF moves as rapidly as possible to 
allow the enemy less time to react to its pres- 
ence. All-around security ensures 
the unit does not blunder into an 
enemy kill zone. For this reason, the 
lead elements use bounding over- 
watch and covered and concealed 
routes, frequently keeping a piece 
of terrain between them and the 
enemy. Three principles to keep in 
mind are: 
- Make initial contact with the 
smallest force possible 
- Make the best use of the ter 
rain 
- Use movement techniques 
which achieve maximum all- 
around security. 
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Considerations for 
Movement to Contact 
Companies must be mutually supporting 
and assist each other by fire or movement. If 
teams move abreast, there must be good 
lateral routes or fields of fire to allow mutual 
support. Units move in Column, Wedge, Vee, 
Echelon, Line, or Box formations. Initially, the 
lead companies move in traveling over- 
watch and the scout platoon uses bounding 
overwatch. In Figure 1, the battalion task 
force (TF) is in column and the companies in 
wedge. This ensures the battalion makes 
contact with the smallest force and retains 
freedom to maneuver. The TF maintains all 
around security. The scout platoon provides 
forward security, while other platoons pro- 
vide flank and rear security. If the zone 
allows, the scouts check all possible enemy 
locations within direct fire range. 

Figure 2 shows the lead company mov- 
ing in company wedge with platoons in 
wedge. The distance between tanks 
ensures dispersion (so much dispersion 
that some tanks are off map), yet allows for 
mutual support since the sectors of fire all 
overlap. This formation provides less fire- 
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power forward, but allows the 
commander flexibility in deploy- 
ing when he makes contact, espe- 
cially in close terrain. 

The TF moves along covered and 
concealed routes. While contradic- 
tory, it is possible to move faster 
thorough covered areas because it 
is easier to avoid enemy units. In 
order to enhance speed, engineers 
usually move with the lead compa- 
ny, which has responsibility for fos- 
tering forward movement by 
removing obstacles, repairing roads, 
and bridges, and covering main 
body deployment. 

Mortars, air defense, and field 
artillery move as far forward as nec- 
essary to provide support to the lead ele- 
ments, but usually locate one-third of their 
range behind the lead units bound forward 
to provide continuous support. In Figure 1 
the mortar platoon moves in two sections, 
one with the battalion command group and 
the other behind the 2nd team. In a double 
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column, the mortars move a section behind 
each lead team. 

The TF halts to allow the scouts to con- 
duct zone or area reconnaissance ahead of 
the TF or to clear a danger areas. When halt- 
ed, the TF assumes the Hasty Defense. 


A single or a double column? 

A single column formation is used to 
enhance control or when the terrain only 
permits movement on a single axis. 
Disadvantages to it are that it takes longer 
to deploy, is longer, and allows the enemy 
to inflict a maximum delay on the friendly 
force with a minimum expenditure of force. 
The lead company has the responsibility, 
together with the scouts and engineers, 
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& Figure 3: Company in Column, platoons in Wedge 


Moving on two or more axes allows 
greater security to the flanks, is quicker to 
deploy, allows mutual support, and presents 
multiple threats to the enemy, but it is hard- 
er to control. The lead company is the 
advance guard and provides flank security 
on their side of the zone. —Michael K. Robel 
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ullets riddle your plane, shattering wood and shredding canvas. The sky screams 
with red tracers, smoke and explosions. And as the Red Baron himself blasts out 
of the sun’s glare... as your palms start to sweat and your pulse races... as you 
hear the ominous groan of stressed wings the instant before they shatter... you 
realize that this is much more than just a game. This is a taste of history. And your next move 
will determine whether you become a legend... or another kill-in the Baron’s book. 


Eight years ago we set the standard for flight simulation with a product so timeless and 
revolutionary that it has remained unchallenged... until now. 


The Baron is Back. 


Visit our website and download the original Red Baron™ for free! www.sierra.com/RB2 
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ver three years in the making, Red 

Baron II is an epic achievement. 

From gamer directed features to 
state-of-the art technology, it is the ultimate 
recreation of the men, machines and 
experience that marked the birth of aerial 
combat. 


pe The Dynamix Mission Builder™ allows players 
to completely customize their missions. 


Be Dynamix's revolutionary new ACE Al™ 
system recreates the skills, tactics and 
personalities of historical and non-historical 
pilots with unbelievable realism. 


Bl Dynamix's revolutionary new 3Space 2.0™ 
engine takes a giant leap ahead of the 
competition with unmatched realism in 

_ terrain modelling. 


| pecan Cxelitanlina avaceOmyrvocnel 
all skill levels. 


pe Multiplayer dogfighting action featuring 
internet, network and head-to-head modem 


support. 
pie The Plane Paintshop™ allows players to 
pie Fly single missions for quick action or select -. customize the colors, insignias and look of their 
Campaign play for a full tour of duty. planes, using either provided patterns or by 


importing artwork of their own from any 
pe Over 40 unique aircraft with 22 flyable planes. standard paint program. 
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“Warlords AI not only blows away the immediate 
fantasy-based competition, but other strategic 
wargames as well.” -PC Games 


“For this gaming series, third 
times a charm!” -PC Gamer 


“Warlords II] pushes the envelope forward for turn-based games 
— especially for internet play.” -Computer Gaming World — 
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Unique simultaneous movement mode for up to 8 Test your strategies with more than 80 different 


players in multiplayer games reveals each players animated creatures and warriors, plus countless 


monitors your every tendency and plots elaborate 
actions in real time. 


spells, abilities and rewards over multiple terrains. strategies against you and your allies. 


Hordes of the Undead overrun the Selentine Empire, leaving utter devastation in their wake. 
From the ashes, a powerful new reign of heroes arises to contend for power and build a new empire. 
Arrayed against zombies, elementals and other unspeakables, you must arrange alliances, cast — 


horrific spells, and lead your armies to victory... or be crushed beneath the enemy's merciless heel. 
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his last offering in the Five-Star 
General series centers upon the titan- 
ic struggle between the Japanese 
empire and the Allies during World War Il. 
Campaigns and scenarios will vary in scope 
from the enormous conflicts fought within 
the continental vastness of Asia and 
Australia to the smaller (but no less impor- 
tant) battles that raged upon the many tiny 
Pacific islands and atolls. Unfortunately, 
Pacific General does all this while maintain- 
ing the same fuzzy-wuzzy unit sizes across 
fluctuating operational 
scales. In fact, its rather loose 
association with any actual 
order of battle will probably 
drive most historical 
wargamers to commit volun- 
tary Hara-kiri. On the other 
hand, the innovative and sim- 
plistic approach to this gigan- 
tic conflict has much to offer 
game players who have man- 
aged to ignore the vagueness 
around this particular aspect 
of the series design. 

If your first experience in 
the Five-Star series was with 
the highly praised Panzer 
General, you may recall what 
a visual joy it was to review 
your vaunted legions with 
their many campaign ribbons 
and battle honors that embla- 
zoned them with glory. Sadly, this feature 
has apparently become a casualty of a game 
design evolution which has opted for a more 
drab and utilitarian unit-viewing interface. 
Purchasing and upgrading units has also 
taken on a confusing air, with the many tog- 
gle switches and buttons rendering it more 
of a encyclopedic chore than the pleasant 
snap of previous outings. Also missed is 
being able to see how many core and auxil- 
iary units were available for purchase during 
a campaign. 

Migrating to Windows 95 and DirectX 
has provided some niceties, but overall 
Pacific General doesn't really deliver all that 
much more in terms of game features than 
did its predecessors. Oh sure there are the 
video clips, the weather animation, and the 
streamed music — but so what? When 
those features are disabled, it’s unlikely 
you'll feel deprived. 

With a heavy emphasis on the naval war, 
Pacific General has expanded many naval 
warfare features that were previously han- 
dled on a cursory level. Naval gunnery 
ranges for the smaller island scenarios are 
increased by a range multiplier to allow 
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Pacific General 


The Asian blitz with an island twist 
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shore bombardment to be depicted more 
realistically. Aircraft carriers have a special 
button for handling carried-based air unit 
operations. Submarines can submerge and 
may evade enemy destroyers and can torpe- 
do an enemy capital ship. Warship damage 
is a combination of strength losses (kills and 
wounds) and critical hits which may ran- 
domly disable a ship’s combat or maneuver- 
ing capabilities. Partial ship repair is also 
possible during each sub-campaign. 

Plenty of scenarios, a couple of tutorials 
(one land and one naval), and the campaign 
game are all included. For the Japanese, the 
long hard road of conquest begins in 1937 
with the campaign in China. The Allies will 
begin their campaign with the Battle of 
Midway in 1942. A robust battle generator 
allows you to choose from over 30 pre-made 
maps, including many from the Panzer 
General and Allied General companion sets, 
along with a host of different nationality 
options. Customized scenarios may lead to 
banzai charges at the gates of Moscow or 
even kamikaze attacks in the Mediterranean. 
The possibilities are almost endless. 

A new spin on combat tactics introduces 


[clockwise from top] 
Hit the beach! 


Amphibious operations 
requires all armed branches of 
the service 


Special Operations button for 
carrier-based air units 


The Battle Generator makes 
almost anything possible 


the “massed attack,” which gives your units 
better combat results when you have 
maneuvered several formations next to an 
enemy unit before executing combat. Units 
can also be upgraded with a more dynamic 
set of special abilities or technologies like 
Fearless, Kamikaze and Bunker Killer as they 
become available. In fact, the game abounds 
with a variety of new and different unit types 
that enrich the various unit classes. 

While Pacific General does an adequate job 
of depicting this struggle within the simplis- 
tic Five-Star design scheme, it’s hard to say 
the series has concluded on a particularly 
high note. If you’re like many and have had 
your fill of wargaming-lite with this series, 
maybe we all can now look forward some 
new designs from SSI that will hit closer to 
the historical realism target. -Mark McIntosh 
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Pacific General 
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Birthright: The Gorgon’s Alliance 


A true diamond in the rough 


hese days, it's all too common to 
bring home a professionally pro- 
duced game with slick, state of 
the art graphics (after being lured in by 
a huge marketing budget), only to find 
that the gameplay is severely lacking. 
Birthright is just the opposite. Its 
graphics vary from wonderful to atro- 
cious, it lacks overall polish, but it con- 
tains great gobs of gameplay. 

The struggle for The Iron Throne is at 
hand, and your task is to act as regent of 
one of the many realms of Anuire. You 
must unite the empire against the 
Gorgon, a malevolent entity set on world dom- 
ination (‘natch). The game is based on a world 
built by TSR for AD&D play. Highly recom- 
mended as a mood setter and to familiarize 
you with the game world is The /ron Throne by 
Simon Hawke (ISBN # 0-7869-035 7-0). 

Suggesting you read a novel in order to 
get more out of this game is indicative of the 
entire experience. Birthright is a challenging 
game to love. It'll take some time, some 
effort, and downloading of patches before 
you get fully comfortable here. The manual is 
Sparse, and you'll rely heavily on the in-game 
help system, and perhaps on the forums at 
Sierra's web site, where lead designer Bob 
Clardy enthusiastically fields all questions. 

Clardy is a designer in the mold of Gary 
Grigsby and Norm Koger. Though Birthright 
is on store shelves, he is not in any way fin- 
ished with it. At least one big patch (which 
includes new features as well as bug fixes) 
should be available by the time you read 
this; a character editor (allowing you to cre- 
ate your own regent to play with) is already 
available for the cost of a download; and a 
Deluxe Edition of the game is planned. Think 
of Birthright as a process. 

So what is it? Birthright is effectively three 
products in one. The overarching game is an 
empire building strategy game, played on a 
map of Anuire. Within the context of vying 
for The Iron Throne, you'll drop into a real- 
time strategy battle game and a first person 
adventure crawl (either of these can be 
played stand alone, as well). The empire 
building portion excels, the real-time strate- 
gy is good, and the adventure portion has 
some serious flaws. Let's start with that. 

As an option in the empire game, you can 
send a few hardy adventurers on a quest. 
This is played out in a gorgeous first person 
3D environment with lousy creature graph- 
ics and horrid voice acting (you can see 
where funding ran out). The interface is 
rather clunky, with the biggest problem 
being that your party travels in single file. 
This means the wizard at the back of the line 
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can't use his spells on an enemy directly in 
front, since all he can see is another party 
member standing in front of him. There are 
other issues here, too, but the truth is, the 
adventure module is best avoided for now 
(and avoiding it does not seriously detract 
from the overall game experience). 

The real-time battle game uses a grid sys- 
tem, as well as a mostly eye-candy 3D battle- 
field (you can use this to control units as well 
as, but the grid is much easier to manage). 
Each unit represents a formation of typical 
AD&D soldiers (elvish archers, dwarvish 
infantry, goblins...that sort of thing). As a 
module that you drop into from the empire 
building game, the battle game is quite 
good. You get results quickly (though the Al 
can auto-resolve battles if you wish) but 
there's enough decision making that your 
input matters. 

Then there's the crowned jewel, the empire 
building game. Skip the basic and advanced 
game, run through the excellent tutorials and 
go right for expert. Your two main resources 
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Here's where the 
Gorgon hangs out; The adventure envi- 
ronments look nice but the character 
graphics are lacking; If diplomacy isn't 
your thing, there're plenty of provinces 
to fight!; Inspecting the troops 


are gold and regency points. 
Accumulate the former through taxa- 
tion, trade or tribute. The later comes 
from the innate ruling ability of your 
regent or as a byproduct of the vast- 
ness of your empire (whichever is less). 
Use these resources to build an eco- 
nomic empire and buy your way to 
alliances (for once, you can honestly win a 
game through diplomacy) or follow a more 
martial plan of conquest. Barter trade hold- 
ings for magic sources. Demand tribute, build 
roads, forge ley lines (magic conduits), cast 
spells, assassinate leaders... the range of 
options is enormous. 

Birthright is a product on store shelves but 
still in development. If that sort of situation 
bothers you, skip it for now and wait for the 
Deluxe Version, which should be more stable. 
RPG fans should certainly not buy this game 
for the adventure portion. But if you're a 
strategy gamer, Birthright might be the sleep- 
er hit of '97. The quest for The Iron Throne is 
a seductive one, indeed. —Peter Smith 


Birthright: The Gorgon’'s Alliance 

Sierra * www.sierra.com * Requirements: 
DOS, 75 MHz Pentium or higher, 8MB of 
RAM, 4X CD-ROM * Multiplayer: 2-8 players, 
Internet, LAN, modem, serial 


COMMAND MULTI-NATIONAL 
FORCES FROM 1939 T0 1999! 


The latest from 
Gary Grigsby and Keith 
Brors, STEEL PANTHERS III lets 
you fight larger tactical battles using 
the same easy-to-use interface featured in - 
STEEL PANTHERS I & II. This brilliant tactical wargame includes 
6 campaigns and over 40 scenarios. Engage in brigade-size battles 
from virtually every major historical conflict from 1939 to date, 
plus hypothetical battles, such as NATO 1998 and Holy War 1999! 
New 200 yards-per-hex and platoon-size units allow you to control 
entire brigades — even divisions! Get key reinforcements 
during gameplay. And be assured of limitless armored 
conflict with the improved Random Scenario — 
Generator, which includes more powerful 
scenario editing features! 


ths CD-ROM To order: Visit your retailer 
www.ssionline.com _ or call 1-800-234-3088 with 
eo eee Visa/MC (North America only). 
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Dark Colony 


Humanity hits a roadblock 


ark Colony has several strikes against 
it before you even open the box. Its 
subject matter is a hackneyed 
human vs. alien confrontation; it’s one of a 
million new games with the word “Dark” in 
its title; and it’s a real-time strategy game at 
a time of real-time strategy excess. These ini- 
tial clues suggest a derivative, mediocre 
effort that’s hardly worth playing. 
Surprisingly, though, the clues are mislead- 
ing; while Dark Colony is indeed derivative, 
that’s its only major flaw. It’s a well-crafted, 
highly engaging strategy title that’s just dif- 
ferent enough from its precursors to provide 
a fun playing experience. 

Dark Colony’s premise is simple: while ter- 
raforming Mars for colonization, humanity 
hits a roadblock in the form of bug-eyed, 
tabloid-style aliens. These aliens (called the 
Taar) are looking for a few good worlds to 
call their own, and don’t want any pesky 
humans underfoot. The result, naturally, is 
full-scale war. 

While the futuristic setting of Dark 
Colony suggests a Command & Conquer 
clone, Dark Colony is modeled very closely 
on Warcraft II. Like Warcraft Il, Dark Colony 
features a relatively small selection of com- 
bat units (only ten per side) for the player 
to build. These units are large, distinctive, 
and well animated, and can be upgraded 
over the course of time. They’re also 
extremely similar; as in Warcraft Il, each 
side of the conflict has different-looking 
but fundamentally identical units. 

There are a few subtle differences that set 
Dark Colony apart from Warcraft Il. Instead of 
building sprawling colonies, the player 
builds his base on a single terraformed plate. 
Instead of gold mines, there are gas vents 
that a vehicle reminiscent of Command & 
Conquer's Tiberium harvester must exploit. 
This gas (called Petra-7) is the game's only 
resource. In a novel twist, these gas vents 
erupt periodically and without warning, forc- 
ing the player to scramble to keep a con- 
stant lookout for new eruptions. 

Another interesting innovation is the day 
and night cycle that’s in effect for every out- 
door mission. During the day, humans have 
a higher visibility range, while the Taar have 
better vision at night. Thus, the time of day 
has real tactical significance: Humans want 
to plan their big offensives for daytime, 
while Taar tend to strike at night. 

Whether you choose to play the humans 
or the aliens, a commander appears in every 
campaign mission. This commander is the 
only unit that is transferred from one mis- 
sion to the next. He gains experience as he 
racks up kills, and thereby increases both his 
rank and abilities. He can “inspire” nearby 
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troops to make them fight better, and can 
occasionally call for reinforcements. When 
the commander is reduced to dangerously 
low health, he’s beamed away to safety — so 
you needn't worry about losing the mission 
just because your commander got killed. 

The game makes nice use of allies, neutral 
units, and scattered bonuses. On several 
campaign missions you'll have an allied 
force to work with, and be pleasantly sur- 
prised by its autonomy. Allies aren't just sta- 
tionary targets in this game; they’re gen- 
uinely useful, and they make the game 
world seem that much more real. Neutral 
units such as alien creatures and hidden 
alien artifacts also help to add interest to 
the game world. Digging for artifacts 
becomes an important part of several late- 
game missions. 

Some players will be disappointed with 
the relative lack of unit variety, both in terms 
of sheer numbers and in the fact that both 
sides’ units are mirror images of one anoth- 
er. This is a definite downside, but on the 
other hand, it allowed the game to be bal- 
anced very finely. Campaign missions are 
entertaining and challenging, seldom allow- 
ing an easy victory or presenting an insur- 
mountable challenge. 

Ultimately, players’ reaction to Dark 
Colony will be determined by their attitude 
toward the old complexity vs. playability 
debate: should game designers add com- 
plexity (more units and structures) to their 
games, or instead strive for simplicity and 
elegance? Many forthcoming real-time 


i i 


Your entire base is built in one spot, minimiz- 
ing sprawl 


Your commander (center) appears in every 
campaign mission 
Battles tend to get hectic 


Night falls on the battlefield, giving the aliens 
an advantage 


strategy games have taken the complex 


route, larding on tons of different units and 
features. This sort of variety can be delight- 
ful when well executed, but in all but the 
most carefully crafted games, it quickly 
becomes self-defeating. Instead of com- 
manding a few unique units, each with its 
own distinct character and role, the player 
is presented with an overwhelming mass of 
possibilities-none of which are particularly 
distinctive or fun. 

For better or worse, Dark Colony chooses 
to stick with Warcraft II's simple elegance 
and adds only a few legitimate innovations. 
The formula stays largely intact, save for a 
radical change of scenery and a few wel- 
come improvements. Fans of cutting-edge 
game design and endless variety will find 
little of interest here, while those looking 
for a formulaic but well-crafted real-time 
strategy game will be greatly entertained. 
—Joe Grant Bell 


Dark Colony 
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Imperialism 


“I’m an imperialist at heart” 


t had to happen; work eventually calls. In 
comes a game for review, and the games 
played “for fun” have to be set aside. With 
much grumbling and longing to get back to 
X-COM, the game is installed and started up. 
Work through the tutorials and start up a full 
game. The first dozen or so turns seem unin- 
teresting, repetitive, vague... then boom! 
Hours have passed unnoticed, X-COM is for- 
gotten, and a new favorite is found in the 
form of SSI’s Imperialism. 

It was tempting to subtitle this review 
“big nations behaving badly,” but aside from 
the fact that a very similar subtitle ran a cou- 
ple of months ago, it’s not entirely accurate. 
In Imperialism, your goal is to become the 
preeminent imperial power in this fictional 
or historical recreation of a 19th Century 
world, but unlike previous games of this 
type, you don't necessarily go about achiev- 
ing this goal through the “bad behavior” of 
military conquest; while that is certainly an 
option, diplomacy and economics play 
important roles in your quest, and the appli- 
cation of power in these realms (along with 
military) can lead to your being declared vic- 
tor in the Council of Governors. Gameplay is 
perhaps best described as a mixture of 
Civilization, Empire, and the old SSI game, 
Colonial Conquest; while the specifics are dif- 
ferent, the addictive “just another turn” 
nature of all these games exists in 
Imperialism in spades. 

Your first goal is to build up your econom- 
ic infrastructure, something quite beyond 
the usual resource gathering of this sort of 
game but much simpler than the economics 
of an actual business sim. The centralized 
nature of your economy may not be entirely 
“realistic,” but it speeds up gameplay and 
involves less busywork than specifically 
managing all your cities’ output. Developing 
your transportation network — the key to 
your economic power - is an activity you 
must balance with your other endeavors. 

Perhaps the most innovative part of the 
game comes in its portrayal of diplomacy. 
While you can use military might to con- 
quer surrounding nations, you can also use 
diplomatic muscle to sway nations and 
even to bring “minor nations” into your 
empire. Set up embassies, establish trade 
subsidies or boycotts, and give foreign aid 
(i.e., bribe their kings). Aside from establish- 
ing influence over other nations, diplomacy 
effects your trade relationships which in 
turn effect the materials and goods offered 
to you on the international market; when 
you start the game you can almost bet your 
lands don’t supply everything, so trade is 
vital to expansion. 

Military power is still a prime part of 
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Imperialism, especially in the mid- and end- 
game when most of the minor powers 
have been absorbed. As with other factors, 
you have to balance the growth of your 
ground and naval forces with that of your 
civilian and diplomatic empire - a fine 
pickle of a problem when you're in dire 
straits in both areas (the time when 
Imperialism is at its best). 

While the game is in general loads of fun, 
there are a few weaknesses. The graphics, 
while pleasant, tend to be somewhat bland; 
units especially disappear into the back- 
ground art on the strategic map. Your 
empire can get cumbersome to manage as it 
gets large; a few interface improvements 
would have helped here. The tactical battles, 
which make Panzer General look complex, 
are repetitive but you'll want to fight many 
of them as the calculated or “Otto-play” 
(love that pun!) options can lose fights that 
should be won. The computer is not terribly 
aggressive, especially in the later portions of 
the game, and players can leave their 
empires largely undefended and mass “killer 
stacks” that easily chew through computer- 
held territories. The biggest flaw in terms of 
gameplay is that taking a nation’s capital 
knocks it out of the game; a few sneak 
attacks against (particularly) computer play- 
ers and you've cut your time-to-empire dras- 
tically. Perhaps something like the result of 
the Franco-Prussian War (wherein the 
Prussians took Paris but only kept Alsace- 
Lorraine and a chunk o’ change) would have 
been more challenging — either the loser 
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There Germans are ready to land a “killer 
stack” to take London and knock England out 
quite early in the game 


A tactical battle; some my “killer stack’s” units 
are advancing on the left, to be met by two of 
London’s four defenders on the right 


Your capital city. The various buildings repre- 
sent segments of your industry 


You don’t have to take the world to win; 
instead, you can be declared victor by the 
Council of Governors. For some reason, 
Austria-Hungary, which up to this point was 
being decimated by the Germans, sided with 
Germany instead of Russia 


could quit or make huge concessions to the 
victor and stay in the game in reduced form. 
But all these complaints (except the 
“knock-out punch” tactic) are really just irri- 
tants and not show stoppers. Even the 
feared “lack of replayability” doesn’t devel- 
op; despite the repetitive nature of your (rel- 
atively few) actions, starting a new game 
session starts the addictiveness all over 
again. There’s something about games 
where you expand your territory that keeps 
you coming back; the economic and — espe- 
cially — diplomatic extensions /mperialism 
adds to the typical military mix only make 
this empire builder all the more entrancing. 
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Imperialism 
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annon Fire: Gettysburg is the next evo- 
C lution of ...By Design’s no-frills Musket 

Fire engine of 19th Century combat. 
Yes, the entire game is still contained on one 
1.4 meg floppy. And yes, ...By Design has 
still managed to pack a ton of game in that 
Small space. 

Gettysburg covers the second and third 
day of the battle, including night turns. As in 
Musket Fire, the play is roughly on a brigade 
level with half hour turns. Veterans will be 
familiar with the formations of line, column, 
and all-around. 

By far the most impressive improvement 
seen is the system’s Al. Not only is it much 
stronger when on the offensive, but the actu- 
al parameters of how the computer calcu- 
lates strategy are adjustable. The user can 
alter how easily the Al will go on the attack, 
the general strength it will commit during 
attacks, and the distance it will pursue enemy 
units. Predefined opponents based on the 
tactical styles of noted Civil War generals are 
included. These virtual personalities tend to 
live up to their historical counterparts very 
well. It’s exciting to see that Lee’s strategy of 
double envelopment on the second day may 


Cannon Fire: Gettysburg 


A splendid little wargame 


have worked if he still had 
the tactical genius of 
Stonewall Jackson to coor- 
dinate attacks. 

The graphics, though not 
up to TalonSoft’s standards, 
have been given a strong 
facelift. Elevation changes 
are now easier to distin- 
guish, there’s greater vari- 
ety to the terrain and 
objects on the battlefield, 
and units can now be dis- 
played in two different 
sizes and there’re two levels 
of zoom-out for the map. 

There is still room for 
improvement. Commanders are limited to 
aiding morale and the unit’s ability to melee. 
Unfortunately, command organization is not 
addressed, and there’s little incentive for 
keeping related units together. Skirmishers 
are not present and grognards so inclined 
may begin grumbling. 

Shiloh and Chickamauga are the next in 
this excellent series and should be available 
shortly. ...By Design only sells direct and 


Lee’s plan of double envelopment may have worked if Stonewall 
was there to execute it 


may be reached at 800-527-7472, or by e- 
mail at Designinc@aol.com. -Chuck 
Klimushyn 
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Cannon Fire: Gettysburg 

By Design, Inc. » Requirements: MacOS, 
68040 or higher, 4 MB of RAM + Multiplayer: 
Two-player, e-mail or hot-seat 


Dragon Dice 


Rollin ‘dem bones with Smaug and ‘de boys 


hen TSR invented Dragon Dice, 
they wasted no time convincing 
Interplay to create a computer ver- 


sion of the game. At the same GenCon the 
physical game was introduced, Interplay was 
showing an early build of the their version. 
Unfortunately the game never really took 
off, and the computer version is destined for 
as ignoble a fate. 

Basically, Dragon Dice is a strategy game 


The campaign map. This is just a holding tank for separate 
battlefields 
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that uses dice as armies. Each die has icons 
representing missile, melee, magic or shield 
points, and one declares the type of attack, 
rolls his army, and then counts off the appro- 
priate icons. The defending army is rolled, 
and shield icons are counted to offset the 
offensive icons. Casualties are taken in the 
form of losing some of your dice. That, in a 
nutshell, is what the game is all about. 
At its core, Interplay’s Dragon Dice models 
the physical game well. 
Unfortunately, the underlying 
game is obfuscated by having 
dice morph into caricatures; by 
battle scenes which replay 
inevitable results; and by hairy 
arms shaking and rolling the die, 
as if jiggling the mouse and 
pressing a button can give the 
same visceral satisfaction as 
slinging real dice. Interplay 
would've done much better if 
they'd kept the game simpler 
and spent more time polishing 
the user interface. 
Dragon Dice is not a complex 
game, though it seems to be hard 
to explain on paper. The computer 


version includes tutorials to get you started. 
Between these and playing the game, you'll 
quickly pick up the rules. If the designers had 
been more concerned with giving you solid 
information, and less concerned with goofy 
graphic effects, this benefit would’ve been 
even stronger, but even as it is, Dragon Dice 
(the computer version) does make a good 
learning tool for the real thing. 

There’s nothing inherently wrong with 
Dragon Dice. \t just doesn’t warrant such a full 
blown treatment, or a full blown price 
($54.95 street). Rolling virtual dice just isn’t as 
appealing as rolling the real thing. In much 
the same way that card games often don’t 
translate well, once you take away the social 
and textural pleasures of Dragon Dice, what's 
left just isn’t that engaging. —Peter Smith 
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Dragon Dice 
Interplay * www.interplay.com * 
Requirements: Windows 95, 486 DX2/66 or 
higher, 8MB RAM, 2X CD-ROM « Multiplayer: 
2-4 players, LAN, NetBIOS, modem 
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Dungeon Keeper 


Climbing down the corporate ladder 


uch a peaceful haven, this land before 
us. Bumble bees leap from flower to 
flower, coveting nectar for the sweet- 
ness of honey. Clouds, white and wafting, 
dance ever so lightly above the hillside, 
while the sun brings eternal warmth to the 
cities below. Hurry, minion. We must destroy 
the pungent aroma of cheer before it gets 
any ... | shudder to say this ... better. 


The first six 


Eversmile presents little more than a speed 
bump en route to global conquest. Make a 
basic dungeon as directed, then fortify. For 
cackles and screams, try the Possess 
Creature spell out, particularly the fly with 
his compound vision (great for scoping out 
Evil Mistresses). When intruders from above 
ground (knights, and a few tunnelers) arrive 
to inspect your walls, the army of Beetles 
and Flies should handily defeat these puny 
paupers who dare to assault the Keep. 

Cosyton offers feeble resistance, and not 
much more. Get familiar with the newly 
introduced training room, as it will be a sta- 
ple for every forthcoming level. Expect to 
train aggressively in all scenarios. Resistance 
to the growth of your empire stems from the 
fortress south of the starting position. Train 
Demon Spawn enough to make use of their 
acidic spittle. Remaining out of sight for a 
substantial length of time bodes well for a 
lopsided battle in favor of your horde. 

Some call the town of Waterdream Warm 
a dream come true. If so, then it’s about time 
to change the sheets, ain't it? Establish the 
Keep and fortify once again to the south. 
With the newly christened Library, research 
can now take place, albeit in limited opera- 
tion (only the Call to Arms and Speed 
Creature spells are researchable at this 
point). Remember to balance training with 
research for the Warlocks that arrive, and 
continue constructing rooms to code (i.e., 
build them square, at least 5 X 5, light on the 
spackle). Expect hardier forces from the 
fortress, including Dwarves. Luckily, any 
Warlocks trained beyond their initial levels 
have ranged attack. Avoid dropping them 
directly into the impending fray; instead, 
drop them near the fringe of battle, so that 
their distance spells will work without sus- 
taining heavy damage from enemies nearby. 
Direct curiosity expeditions towards the 
west, where a nice, friendly, yet dead couple 
will join up with you. 

Flowerhat. Even its very name brings 
vapors of nausea well before the sight of it 
inflicts stomach spasms. As with any army, 
the creed “Hurry up and wait” remains the 
de facto advice. With the forces of evil cut off 
by lava from the punier forces of good to the 
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When raging fury meets claws of 
steel, these Dark Mistresses are on 
a permanent PMS high 


Large, square rooms offer the best 
efficiency rating 


In a touching scene from Rocky VII, 
Bile Demons practice their jabs for 
the next big fight 


north, speed has little or no 
impact on this scenario. Utilize 
wait time to train everyone to 
maximum, building large rooms 
and attracting every possible 
creature through the 
Portal (scantily clad 
Beetles near the 
entrance sometimes 
do the trick). When 
ready, build a bridge 
across the lava to the 
northern side, taking 
out the opposing 
archers quickly before 
they damage your 
forces. With success 
hinging on a constant 
advance, rather than 
defensive posturing, 
fortifying your Keep 
shouldn't be a top pri- 
ority. Thrust forward into the 
hero’s dungeon, using the stan- 
dard paratrooper methods dis- 
cussed earlier. Several goodies lie 
within the enemy Keep; the one 
farthest north bears lasting impact 
on the subsequent scenario. 

Formidable resistance to the 
unholy yet satisfying cause of 
worldwide pain begins at 
Lushmeadow-on-Down. While the 
former levels were but fodder in the 
face of cunning tactical prowess, 
this scenario pits Keeper against 
Keeper, with only a slight edge towards your- 
self. Boiling down the prerequisite for success, 
look no further than east. Without compromis- 
ing the construction of your Keep, make it 
your first priority to ferry expeditionary Imps 
north towards the prison, then east to grab 
the Increase Level bonus. Should the other 
Keeper obtain this first, chances of success 
dim with every passing minute. Being 
matched so evenly, a war of attrition without 
the Increase Level bonus virtually guarantees 
defeat. Let's give a nice centigram of applause 
to the newly enlisted Bile Demons, all-purpose 
units with strong ties to the underworld (and 
whose horns give them the versatility to 
receive both VHF and UHF signals). 
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In order to turn Snuggledell into 
Snugglehell, steps must be taken to uproot 
the northern Keeper whose evil resources 
rival your own. Storming the center island 
offers a wonderful opportunity to appease 
the sadist in everyone (admit it, you didn't 
buy that Weed Weasel for landscaping pur- 
poses). The plentiful veins of gold lay scat- 
tered across the level. For this reason, sever- 
al smaller treasure rooms near each gold 
mine seem more appropriate than a central- 
ized room far away from the bullion action. 
Power-ups stashed away in the map edges 
make victory easier; inversely, they can also 
distract from the more pressing goal of pum- 
meling the enemy’s Dungeon Heart into a 


magically delicious void. 

When ready for the offensive thrust, con- 
struct bridges towards the side, rather than 
the center, of the enemy Keep. Utilizing a 
classic pincer maneuver, Imps can be shut- 
tled in from the east and west beachheads, 
claiming land to allow the 666th Airborne 
Division to slip in underneath the radar. 
When the rival Keeper lumbers out of his 
powder room, greet him with a Lightning 
Trap or two. Once the majority of his forces 
have fallen, seal up the entranceways lead- 
ing to the Dungeon Heart, then drop crea- 
ture after creature inside. Thumping on the 
Heart enough should make the Heart stop 
thumping... forever. 


The second six 

Gazing upon the serenity of Wishvale can 
quickly unravel the fulfillment of a lifetime of 
unpleasant memories. Stop the Sanity! 
Sandwiched between both good and evil, 
make a stand for neither. Once again, an 


[top to bottem] 
Nothing quenches the thirst like “Ugh water” 


The “Torturers” in concert. No mosh pit 
required 


Putting lairs next to a portal provides easy 
access for monsters to their accommodations 
after the long flight in 


island surrounded by lava and impenetrable 
stone harbors your forces. Grab this opportu- 
nity to construct rooms, train minions, and tor- 
ture friends and close family members. Speed 
plays a larger role in success; make every pos- 
sible effort to avoid concurrent warfare from 
both the east and west. By eliminating one 
threat, the opposing threat 
becomes far more manage- 
able. Even after victory, 
search around the extremi- 
ties of the map for some 
future assistance. Scarce 
pockets of gold mean man- 
aging resources wisely, at 
least until a team of Imps 
can shuttle across the lava 
canal to secure more. 

Tickle? A town called 
Tickle?!? Revolting, isn’t it? 
For once, players begin the 
level away from the horri- 
bly exposed center of the map. 
Create and fortify north and east of 
the starting position. Given that the 
local competition set up shop within 
mere blocks of each other in the 
upper corner of the map, create a 
hidden tunnel directly north to a rich 
vein of gems. With any luck, this 
activity shouldn't expose your covert 
build-up. Armed with the Conceal 
Creature spell, send in a team of 
invisible Imps to gobble up the 
enemy's rooms. If possible, focus on 
the takeover of crucial areas, like the 
Portal, Library, and obviously the 
Dungeon Heart. Once finished overrunning 
the enemy Keep, continue to advance right 
through the Hero’s Palace. Not only does this 
prince of purity hide a twisted passion for 
observing citrus mating rituals (You thought 
“Sunkist” was stamped on the rind? Tsk, 
tsk... so naive), he also holds the keys to a 
hidden kingdom. 

One does not conquer the land of 
Moonbrush Wood; one harvests it. Pitted 
against four Wizards of fairly equal strength, 
make camp right near your starting point. 
Braced against the safety of the map edge, 
construct the standard dungeon fixtures. 
Once confident in the abilities of the 
amassed horde of creatures under your con- 
trol, begin a series of surgical strikes. Lash 
out against each Wizard individually. Follow 
a pattern of attack, overwhelm, rest, repeat. 
Unless in dire straits, make heavy use of cap- 
turing to convert the more formidable foes. 

Best of all, a grand opportunity to procure 
a Horned Reaper arrives during this level. 


Coddle it with its own lair. Pamper it by play- 

ing Poultry-geist to keep it digestively 

appeased. Coupled with the Transfer 
Creature power-up, the near future will look a 
little less bleak once “HomeR’” enters the pic- 
ture. Whatever happens, don’t slap the 
Reaper. For one thing, it looks bad in public. 
More importantly, even the slightest brush of 
your knuckles will send it into a frothing rage. 

Up until this point, one could go about 
the business of dungeon design without 
limit. Perhaps Nevergrim is precisely the 
wake-up call needed. This struggle of two 
powers, against both themselves and the 
elements, resembles an epic clash of Titans 
across the vast lava sea. Toss efficient room 
design right out of the Portal, because 
there’s simply no possible way to efficiently 
design. Just build. Fast. 

Numerous possibilities for success are 
available. One can quickly assemble a minus- 
cule coffer, then send an expeditionary force 
of Imps across the lava to disrupt the enemy 
Keep. After that, it’s just a matter of drop- 
ping minions behind enemy walls. Even if 
the attack fails, the fiscal ramifications seri- 
ously deplete enemy resources. For good 
measure, always grab the power-ups “hid- 
den” along the usual map edges (think of it 
as Hide-and-Seek with the most unimagina- 
tive friend you can think of). 

Before it’s all said and done, Hearth will 
give you the Hearthburn of a lifetime. 
Slammed from all sides by several waves of 
heroes, the level becomes more a “personal 
achievement” race than a battlefield during 
the initial stages. Train, Research, and repeat 
liberally. Even then, the first assault will 
come unexpectedly, and with stunning 
ferocity. If you found any Transfer Creature 
power-ups from the prior level, you'll be kiss- 
ing yourself in gratitude (don’t get too fresh). 
Without grabbing the power-ups towards 
the west of your central starting point, you'll 
find it almost impossible to achieve the wan- 
ton destruction true Dungeon Keepers 
expect of themselves. 

Make a point to continually cycle through 
every battle in progress (and there will be 
several scattered in all directions). 
Supplement your troops with healing and 
speed spells, and make a point to keep track 
of your imps lest they scurry off to be skew- 
ered by a stray arrow or two. Once the waves 
of heroes have been repelled, breathe a few 
sighs of relief. After that, search the four cor- 
ners for helpful power-ups. 

Let's see the townsfolk of Elfs Dance dance 
after their precious town’s ablaze with living 
fuel. With a full year’s supply of heroes to the 
south, and the “Dungeon Twins” to the east 
and west, the situation paints itself to be pret- 
ty grim. The toughest part comes from choos- 
ing which strategy to employ. The impenetra- 
ble walls surrounding the different regions 
make reinforcement a matter of appropriately 
placed doors. Bait the heroes to the south, 
then lead them into the enemy Keeper's 
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iW 
realms to bludgeon each other. Or, skirt 
around the edge of the map to surprise the 
enemy Keepers, then take out the Happy 
Heroes Home southward. Beyond that, the 
standard invisible Imp coupled with the para- 
troops tactic is always a winner with the ladies. 


The third six 

The keepers of Buffy Oak have stopped fight- 
ing amongst themselves to take on a common 
enemy. Bummer that enemy had to be you. 

Your assigned dungeon’s a pre-built, 
which has its advantages. Take the luxury of 
additional time to reinforce against the nat- 
ural lava barrier. Defense will be the initial 
objective — keep primarily to yourself. The 
only exception would be to entice the 
Dragons across yonder lake to stop by for 
some tea and combat. Remember: They like 
lava, so outfit their own personal realms with 
the latest lava lamp technology. 

Like a castle siege, the first sign of war will 
be the bridges. The eastern Keeper, who we'll 
call “Manic,” takes a much more aggressive 
stance to your existence. Claim his bridges, 
then knock off the front and back. Voila! 
Gilligan's Island meets Dante's Inferno, and 
Mr. Manic can’t do a thing about his waning 
army. The other Keeper, “Depressive,” kicks 
into action after his buddy bites the dust, so 
contain (but don’t destroy) Manic until ready 
to face his comrade. 

Heroes, and Keepers, and Wizards, oh my! 
Brimming with goodness and uncooperative 
evil entities, Sleepiburgh treats you once 
again to a two-some (luckily, one of them 
just likes to watch). Expect to see prior tech- 
nologies disappear from sight as part of a 
clause in the Dungeon Union of Night 
Gremlins contract. The Workshop must be 
captured, not built, from the south east cor- 
ner. Once again, make certain that contact 
with the enemy occurs between one, not 
both, of your northward enemies. 

Of greater importance than ever, selling 
yourself (and your dungeon) to potential 
minions means pushing for bigger and bet- 
ter rooms. Intelligent use of the Scavenger 
Room to attract the “right type of clientele” 
will go a long way in keeping the enemy cor- 
ridors bare, and yours teeming with the pun- 
gent scent of nasty creatures. 

By now, setting up the dungeon and reap- 
ing the first fruits of your Graveyard should 
be as autonomous as looking both ways 
before scratching. With that in mind, the ini- 
tial ho-hum stages of Woodly Rhyme offers 
no new challenge. Build, fortify, and keep to 
yourself as the quiet guy on the block who 
never harmed a soul. Then murder your 
neighbors for being stupid. 

Do everything to maintain a strong wall of 
defense just inside of the huge lake. Money 
is plentiful, so train to the hilt. While the 
lower enemies pose a considerable threat, 
the middle fortress could only be described 
as “Freddy's Fun House.” Traps, tough ene- 
mies, and other nightmares make any stan- 
dard entrance impossible. Make good use of 
the Destroy Wall spell to find an alternate 
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Running DKCalc.exe here shows the wizards 
goofing off. Time for a little slap session on 
their heinies 


route into the compound. 

Blitzkrieg! If Mohammed won't go to the 
mountain, then kill him and keep the moun- 
tain for yourself. Such is the strategy for 
Tulipscent. Though a more passive stance 
can certainly be molded for success in this 
level, take the opportunity for initiative as a 
great excuse to bang a few heads. That is, 
assuming you did make good use of the 
Transfer Creature power-up in the prior level. 
Just beyond the southern door lies a Keeper 
who'd simply love to entertain your “guests.” 
Without some activity to keep them occu- 
pied, they’re prone to just cause trouble any- 
how. Though roving bands of heroes may 
harass you in this endeavor, surgically 
removing the Keeper from its lair should be 
all the medical attention required. Sew him 
back up, nurse, and let’s move on. 

Members of the Mirthshire PTA have offi- 
cially declared you a “meanie.” It’s important, 
then, to thank them improperly. Only the 
chairman of the bored need be extinguished; 
the rest of the collective body can just go to 
Hel.... vetica font if they can’t read the writing 
on the wall spelling doom for their land. 

To make matters even more unfair, 
school's out for several of the available tech- 
nologies (wave bye bye to the Heal spell). 
Scramble quickly towards the gold seam, 
sending Imps out and slapping them for 
peak efficiency. You may wish to hold off on 
opening any of the Portals until the advent 
of sufficient facilities. Priority number one for 
this level is entrenchment. Any breach in 
security will send wave after wave of heroes 
into your keep, ensuring a quick defeat. After 
that, relax, build up a ghastly horde and bus 
them over to the Lord of the Realm for P.E. 

Out of sight, out of mind. A healthy dose of 
stealth keeps the neurotic heroes of Mistle at 


p 


bay. You'll need to keep out of sight, carving 
paths up and around, but not quite into, the 
central arena. Make sure to set the prime direc- 
tive to capture, since you'll need all the higher 
level creatures you can muster from explo- 
ration and battle. Use teenage invisible ninja 
Imps to branch out across the edges of the 
map. One great trick involves carving an alley 
east to west across the lower section of the 
map. If attacked, clever use of boulder traps 
across this line of death should weaken the 
proverbial bowling pins mounting an attack 
against your happy home. Mop up the sur- 
vivors, placing them in your torture room still 
writhing from the horror of seeing ghastly col 
ored bowling shoes above their prone bodies. 


Two more for bad measure 

One can almost smell the fumes of apocalyp- 
tic conclusion by now. With Skybird Trill, the 
fiscal quarter reports tell a gloomy tale. Lock 
up the training room and conserve every 
penny, making a point of scavenging cash 
off the corpses of the fallen enemy. With 
fierce competition from every corner of the 
map, the best advertising comes from larger 
rooms and factory authorized rebates. Treat 
your scavenger room like gold itself. Get 
those minions in, even if you have to be - 
gasp — nice to them. Remember: you can 
slap them into oblivion later; there'll be 
Heaven to pay once they sign. 

If the marketing blitz works, the three 
opposing Keeper's dungeons will echo with 
the hollow sounds of their masters’ anguish. 
Send the animals out two by two (by two by 
two), claiming the other Keeps, one by one, 
in the name of good old rock and roll. Early 
momentum determines success of failure, so 
hit the ground running, and don't buckle at 
the bottom... keep going lower. 

Put the AC/DC tape on continuous play. Set 
phasers on “Pulverize” (i.e., kill, don’t capture). 
The time has come: Good vs. Evil. Paper vs. 
Plastic. Snoopy vs. Beavis (do not to forsake 
Beavis in his moment of triumph). Four pre- 
cepts for success are: Train, train, train, and 
train. Stock up on Imps, working the gem 
mine for maximum cash to — you guessed it — 
train. Fortify the entire southern region, after 
which your well-trained hordes should be 
ample to rid the middle Keep of its handful of 
ferocious guards at the southern entrance. 

Oddly, things settle down for a bit after 
that, with the central dungeon strangely 
empty. Enlist the help of tentacles to capture 
the Avatar, but do not kill the Angelic Worm 
— he'll only regenerate stronger than before. 
Capture him, bring him home for some tor- 
ture time-out, and spend every waking 
moment reinforcing walls for the largest 
onslaught of frenzied heroes you'll ever face 
in the game. Nothing but traps, fortified 
walls, and surviving a brutal attrition war will 
suffice. When the music dies, and the 
throngs of people leave the building, consid- 
er yourself a true Dungeon Keeper if you're 
still standing on the dance floor, the Avatar 
and his minions littered among the balloons 
and blood red streamers. -Tim Royal 
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Many years after the great con- 
flict, much has changed on Yavaun. 
Humans, reluctant colonists, are 
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of this alien world. 
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X-COM: Apocalypse 


Sim City 2084: Managing Mega Primus 


f you thought it was hard saving an 
entire planet in X-COMs 7 and 2, wait till 
you see what you’re in for with just a 
measly little city to defend in X-COM: 
Apocalypse. This is easily one of the longest 
games on the market, making those piddly 
little 50+ hour RPGs look like a flash in the 
pan. You can spend your valuable X-COM 
gaming hours learning things the hard way 
(i.e., doing them wrong, cursing loudly, and 
then reloading an earlier saved game) or 
you can take a shortcut on your way to the 
alien dimension by letting the following tips 
guide you. 


Scientific method 
One of the first orders of business is to get a 
jump start on research. An early purchase of 


a second base will insure that you have 
breathing room once things get crowded 
in your initial base (your first bottleneck 
will most likely be your Living Quarters). 
By concentrating your research in another 
location, you can build the base with an 
eye towards defensibility: make sure the 
access lift (which is where attackers will 
enter) is flanked by security stations to 
intercept any intruders. Your research 
base should include a token force of 
defenders, preferably androids, since 
they’re more formidable while they're still 
rookies. A second base will also guarantee 
you have the available real estate for the 
larger advanced labs. You'll also want to 
immediately build an Alien Containment 
facility so you can start research on live spec- 
imens. Note that although the UFOpaedia 
implies aliens can die in containment, this 
isn’t the case. Also, there’s no reason to have 
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more than one of each specimen or to keep 
specimens you've already researched. 

You might also consider some re-engi- 
neering on your original base. Duplicate 
whatever rooms you have around your 
access lift and once they're built, raze the 
originals and replace them with security sta- 
tions. This is especially useful if you plan on 
raiding any of the criminal organizations, 
which can be zealous in their retaliation. 

There are two reasons to conduct raids. 
One reason is defensive: a bankrupt organiza- 
tion won't be able to attack your base. But 
raids are also valuable for the loot and experi- 
ence they'll bring you, especially early in the 
game when they provide a much-needed 
financial leg up. The procedure for defensive 
and looting raids is very different. On defen- 
vegag sive raids, your goal is to inflict 
“as much damage as possible: 
shoot everything. Incendiary 
munitions are particularly useful 
for destroying as much stuff as 
possible. Each item has a dollar 
value, from furniture to shrub- 
bery to walls. Once the mission 
is completed (all hostile units 
are dead, fled, or unconscious), 


up the rear 


the total damage will be assessed against the 
organization’s bank balance. You can check 
an organization's balance in the UFOpaedia. 
Once this number is negative, they will be 
unable to attack you. 

Defensive raiding is a more effective mea- 
sure against hostile organizations than 
attacking buildings from the cityscape. First, 


<.Y When going through doors in turn-based 
missions, make sure your agents have plenty 
of TUs. Flank the door with two men and send 
one to open it, leaving a fourth man to bring 


the collateral damage won't anger non-hos- 
tile groups (for instance, all those fragile 
people-mover tubes belong to Transtellar, 
who doesn’t take kindly to having to rebuild 
them). Second, most organizations boast a 
fleet of armed vehicles that respond like 
angry wasps, spreading even further the col- 
lateral damage and likely taking out a few of 
your valuable vehicles. But most important, 
raids are a great way to build experience for 
your rookies, since combat experience is 
much more effective than in-base training. 
The pyrotechnic nature of defensive raids, 
however, makes them less profitable. 
Explosions and fires destroy the goodies you 
would otherwise take back to your base to 
sell or use as your own. Looting raids should 
be conducted with more finesse: avoid using 
high explosives or incendiary ammo. Your 
goal should be a near-surgical removal of 
your enemies, leaving their property and 
possessions intact. The Temple of Sirius is a 
shoo-in for looting, since they start off hos- 
tile and they don’t seem inclined to retaliate. 
They also don’t have the advanced weapons 
of the criminal groups, who are also candi- 
dates for looting. Furthermore, some of the 
criminal groups can be useful: Psyke is the 
only buyer on the lucrative 
Psiclone market and Diablo sells 
incendiary grenades, which are 
less cumbersome firestarters 
than the autocannon. You 
should avoid hostilities with 
some organizations at any cost, 
because of the side effects: 
Transtellar’s cooperation is 
needed to bring in new agents, 
while the Mutant Alliance and 
S.E.L.F. are required to make 
android and hybrid agents 
available. Megapol will help 
fight UFOs during incursions if 
they're friendly. Otherwise, 
many of the organizations are 
necessary for the items they'll 
buy and sell. Organizations will 
automatically acquire more 
advanced weapons over time, 
so do your raiding often and 
early to fund your initial devel- 
opment and train your rookies. 


Bio-Transport-Modules-R-Us 

Another important early source of income 
that shouldn’t be overlooked is your work- 
shop. Keep your engineers busy manufactur- 
ing sellable items. Ultimately, toxiguns are 
the most profitable items to build, in terms 
of work hours/dollar earned. But until you’ve 
researched them, you should build Bio- 
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Transport Modules, Devestators, and 
Disruptors as they become available. If you 
can hold out, stockpile manufactured goods 
and wait until the beginning of a new week 
to sell items. This will give you through the 
next week to sell more goods, because once 
you dump a quantity of goods on the mar- 
ket, the price will drop at the beginning of 
the following week. 

In terms of base maintenance, periodically 
check to be sure that agents are assigned to 
training (arriving agents are unassigned by 
default). Also, check the skill levels of your 
scientists and engineers against their col- 
leagues for hire. It’s unlikely you'll ever be 
able to employ every available scientist, so 
make sure you've taken on the best 
man/woman/android for the job: don’t let 
those skill 95 scientists languish in the “for 
hire” pool while you're paying yahoos with 
skill in the 60s. 


The biker gangs of 2084 


An early challenge in the game is fending off 
UFO incursions before you develop 
advanced weaponry. You can stymie these 
unwanted visitors with Hoverbike swarms. 
Buy a half-dozen hoverbikes and arm them 
with the best weapons available, preferably 
lineage plasma cannons, but Janitor and 
Prophet missile launchers are also effective. 
Even Bolt 4000 Laser Guns are preferable to 
the 40mm Auto Cannons, which do little 
more than annoy UFOs. Buy SD Sports 
engines for the Hoverbikes so they can reach 
incursions more quickly and dodge incoming 
shots more effectively. If there aren’t enough 
SD Sports engines available, resort to the 
time-honored practice of scavenging: buy 
Phoenix Hovercars, strip their SD Sports 
engines, and sell the gutted bodies. 

Once your Hoverbikes are tricked out, set 
them for aggressive attacks at high altitude 
and concentrate them on one target at a 
time. Although it’s easier said than done, 
using waypoints to approach a UFO from 
different directions will minimize friendly fire 
incidents: coordinate approaches from the 
overhead map with the game paused. You 
can further ensure the longevity of your frail 
Hoverbikes by sending a bigger vehicle out 


mal encumbrance can work won- 
ders with a Power Sword 


Note the before and after 


three anthropods V » 


with them. UFOs will attack the larger vehi- 
cles first, so a Valkyrie Interceptor set on 
Defensive attack mode will soak up the 
attacks while your Hoverbikes work their 
magic. Hoverbike swarms remain effective 
until Type 7 UFOs with multiple launchers 
appear on the scene; at this point, shielded 
Phoenixes substitute nicely. During vehicle 
combat, move damaged vehicles to lower 
altitudes. Once a vehicle is heavily damaged, 
duck into a nearby parking garage for the 
duration of the fight. Otherwise, an attack- 
ing UFO will just chase it down for the kill. 

You won't be able to shoot down every 
UFO, so watch closely from the cityscape 
view to see where transports beam their pas- 
sengers. A prompt raid on that site will keep 
the organization’s infiltration percentage 
down. If you lose track of UFO activity, you'll 
have to investigate each building in an orga- 
nization to reduce infiltration levels. Although 
some organizations may not seem worth sav- 
ing (“Who cares if the Gravball League is 
taken over by evil invaders from another 
dimension?”), there is a complex web of inter- 
related diplomacy at work behind the scenes: 
a chain reaction can begin with the fall of a 
seemingly innocuous group. 

It's tempting to hunt down hostile vehi- 
cles (“How dare they drive around my 
city?”), but the only effect is to reduce the 
enemy organization's bank balance by the 
value of the vehicle. Defensive raids are a 
far more effective and profitable way of 
accomplishing the same thing without 
damaging the city in the process. Weapons 
Controls will pay for themselves over time 
by improving accuracy and thus reducing 
collateral damage and the funding and 


< A unit with lots of TUs and mini- 


pictures when pitted against 


OF on a 


diplomacy penalties that follow. Pay 
attention to the occasional “Illegal 
flyer detected” message. This means 
that Megapol has picked up an 
unauthorized vehicle; most of the 
time this will merely be someone 
hostile to Megapol, typically a crime 
Orgnaization out for a Sunday drive. 
But this can also serve as an early 
warning of a base attack that might be pre- 
vented by shooting down the offender. 


X-COM 101 


Training at the base is free development for 
your troops, but you get what you pay for. 
For every four hours spent in Combat or 
Psionic training, there’s a percentage chance 
that the trainee will gain a single point ina 
given attribute. The percentage chance is 


Rookie 10 
Squaddie 12 
Squad Leader 14 
Sergeant 16 
Captain 18 
Colonel 20 
Commander 22 
Chrysalis 3 
Alien egg 4 
Brainsucker 4 
Hyperworm 5 
Multiworm . 8 
Spitter 8 
Popper 8 
Anthropod 10 
Skeletoid = 14 
Micronoid 15 
Megaspawn 30 
Psimorph 30 
Queenspawn > 50 
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You’RE DASH RENDAR - QUICK 
THE TRIGGER OF A BLASTER. 
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VERSUS A GIANT, IMPERIAL AT-AT. 
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SPEEDER BIKE MODE - FAST-PACED 
ACTION WITH A KICK START. 


Enter Prince. Xizor - the newest villain in the Star Wars 


universe. In Shadows of the Empire, you'll encounter 


him along with a host of new Star Wars characters, 
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reduced as the attribute rises (rookies have 
more to learn than their more experienced 
cohorts). With the exception of Stamina, 
which can reach 200, attributes are limited 
to a value of 100. Psionic attributes can 


never be greater than three times their initial 


value, so don’t hold your breath waiting for 
someone with an initial psi-energy of 25 to 
train past 75. Attributes will rise much more 
quickly by using them during the tactical 
missions, which will account for most of the 
improvement your agents enjoy. 

Your daily evaluations will give you a 
good indication of your progress. The total 
of all your tactical mission scores is added to 
a point value assigned to the week's com- 
pleted research. Each Alert automatically 
costs you 30 points. Each UFO that makes it 
back to the dimension gate costs you 1/4 of 
its point value, while destroyed or crashed 
UFO's (regardless of who actually shoots it 
down) add their point value to your score. 
You lose the point value of any of your own 
vehicles destroyed. 


Just another bug hunt? 

The tactical missions in X-COM: Apocalypse 
have engendered a disagreement that 
makes the Lincoln-Douglas debates look like 
a slap fight between teenage girls: is real- 
time or turn-based combat the way to go? 
Although both styles of play have their 
advantages, most players will stick to one or 
the other throughout the game. In deciding 
which mode is best for you, keep in mind 
that tactics vary significantly depending on 
which you choose. 

In turn-based games, Poppers and 
Brainsuckers with their ample TUs are dead- 
ly. In order to minimize casualties, the turn- 
based player will have to adopt overwatch 
tactics almost religiously: never end your 
turn without at least one agent set to 
Aggressive mode with a healthy store of TUs 
and a respectable accuracy (here’s where 
kneeling with a Laser Sniper Gun comes in 
handy). When you've got only a handful of 
Rookies, effective Reaction values will be 
rare. Make sure your “reactors” hang back to 
cover the rest of your squad; resist the 
temptation to use them offensively. Early in 
the game, high Reaction values are almost 
as precious as high Psionic values later in 
the game; these characters should be care- 
fully protected. 

In real-time combat, overwatch tactics 
aren't as vital, since your agents will stop 
and fire or take cover whenever an alien 
appears. And since TUs aren't the limiting 
factor to an agent's firing rate, double-fisted 
gunners are well-worth the reduction in 
accuracy, making up for stray shots with 
increased firing rates. One of the drawbacks 
to real-time combat is that hand-to-hand 
weapons like Stun Grapples and Power 
Swords are virtually useless. A fast character 
armed with little else than a Power Sword 
can be quite a boon in a turn-based game, 
where he can zip around and hack away 
with impunity. 
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Rather than using doors, which is just what 
your opponents would expect you to do, enter 
unseen areas (A and B) by blasting holes 
through the walls. Creating entrances from 
multiple directions (C and D) will give you a nice 
crossfire on anyone inside. Note the "candy" 
lying on the table in the middle of the room (E) 


“I’m Hudson, sir. He’s Hicks.” 
Sometimes it seems that all your agents look 
alike, especially when they’re all tucked into 
the same armored suits. It can be helpful to 
change their names to help you keep track 
of who’s who. Since your agents’ names 
aren't readily displayed during the tactical 
missions, you might consider names based 
on their portraits for easier management 
(name the bald guys Picard or Savalas, name 
the androids HAL or Ash, name the women 
MacPherson or Anderson, name the dread- 
locked guys Marley or Tosh). It can also be 
useful to give agents a prefix based on their 
role: SNP for sniper, ASS for assault, RCN for 
recon, for instance. 

Group your agents into squads to orga- 
nize and keep track of them. A balanced 
squad might include a machine gunner on 
point, a close-assault agent with an Auto 
Cannon, and two support troops with Laser 
Sniper Guns and respectable Reaction val- 
ues. Over the course of the mission, use the 
squad grouping to shuffle your men and 
keep track of who’s going where and cover- 
ing whom. Without a “Next Agent” button, 
dividing agents into squads is the best way 
to make sure you don’t neglect to give 
someone orders. As your men spread out, try 
to make sure each squad has a Medi-kit. A 
critically injured agent will bleed 1 health 
points every three seconds in real-time mis- 
sions or 4 health points per turn in turn- 
based missions; having to cover too much 
ground to staunch a wound can result in 
needless fatalities. 

During base attack missions, each security 
station will occupy four of the 36 available 
troop slots. If you then have more scientists 
and soldiers than available slots, the remain- 
ing slots will be divided based on their ratio 
to one another. So if your scientists outnum- 
ber your soldiers by too much, then you may 
find yourself virtually defenseless if a 
research-oriented base is attacked. 


Lock and load 

Arm your troops wisely in the beginning, 
when you can't just load everyone up with 
hi-tech weapons. To the stronger agents 
should fall the burden of the heavy Auto 
Cannons (and Launchers later on), particular- 
ly since firing incendiary and high-explosive 
rounds doesn't exactly require pinpoint 
accuracy. As you load your agents down 
with equipment, you can see their TUs drop, 
especially the weaker guys; your androids 
make great pack horses for Medi-kits, High 
Explosives, and spare grenades. Troops with 
high accuracy will benefit most from higher 
accuracy weapons like Laser Sniper Guns. 
Note that injuries reduce an agent's accura- 
cy, So keep your snipers out of harm’s way to 
keep them effective. 

The M4000 Machine Gun with its rapid 
rate of fire shouldn't be overlooked, especial- 
ly considering that accuracy isn’t very impor- 
tant in close-quarters combat: a stream of 
snap shots is sure to hit an adjacent target 
regardless of accuracy. This is particularly 


valuable during turn-based 
missions, where a machine 
gunner can use up TUs mov- 
ing adjacent to an alien and 
still get plenty of shots in. 
Also, since the only way to 
improve skills during combat 
is to use them, a Rookie 
spraying machine gun 
ammo is more likely to 
improve his accuracy than a 
Rookie squeezing off the 
occasional HE round from his 
Auto Cannon. You can hold 
down the mouse button while the targeting 
cursor is over your target to rapidly fire mul- 
tiple shots. 

Every agent should carry Smoke Grenades, 
particularly in turn-based missions when 
priming and dropping a smoke grenade can 
save the life of some poor schmuck caught in 
the open with no TUs. Between missions 
remember that while your agents will auto- 
matically re-stock their ammunition, you'll 
have to manually replace used grenades. 
Bracketing grenades will ensure that a target 
is within a blast radius: intentionally throw 
one grenade long and a second grenade 
short if you don’t trust an agent's throwing 
accuracy. Agents in Marsec armor make great 
high-altitude bombers: they can fly over their 
targets and drop multiple grenades with pre- 
cise accuracy and no TU cost (don't forget 
that blast radii extend vertically). When set- 
ting Proximity Mines and Boomeroids, note 
that each square is 1.5 meters. Non-detonat- 
ed Proximity Mines will be recovered after a 
mission, so use ‘em if you got ‘em. 


Short, controlled bursts 

Every onscreen item has a dollar value that 
the site’s owner must pay if it’s destroyed. 
Every mission has a damage tolerance level. 
Note that killing civilians or letting them die 
(they seem predisposed to run through fire) 
counts against this damage tolerance. If the 
tolerance level is exceeded, the organiza- 
tion's diplomatic stance towards X-COM will 
drop and a complaint might be made. When 
you're responding to an alert, the damage 
tolerance of a site’s owner is pretty high, so 
you have more freedom to trash the joint. 
The main disadvantage of getting explosive 
happy is the destruction of goodies that you 


<4 This is a much scarier sight in 
turn-based missions than it is real- 
time missions 


V Long range situations like this 
call for something less destructive 
than an Auto Cannon with HE 
rounds. Remember that this spitter 
can alert all other aliens to your 
presence even if it doesn't have a 
line of sight 


might have otherwise captured; equipment 
doesn't fare too well against fire and explo- 
sions. Early in the game, it’s important to 
capture artifacts for research and higher- 
tech toys to replace your starting weaponry, 
so avoid the fireworks if you can. Dropped 
equipment shows up as purple dots on the 
overhead view, so you can work around it in 
some cases. 

Fire isn’t nearly as lethal to your agents as 
it looks. An armored agent can easily walk 
through burning areas without taking dam- 
age. However, a commonly overlooked side 
effect of fire is the collapse of roofs and cat- 
walks. Falling debris or holes suddenly open- 
ing beneath your agents are more danger- 
ous than standing in flames. 

Running is almost always the best mode 
of movement since missions tend to be 
short enough so that stamina isn’t a prob- 
lem. For turn-based missions, running 
agents will have more TUs left over after 
movement for reaction fire. When an agent's 
stamina drops below 10, either he’ll move 
more slowly (real-time) or his TUs won't fully 
recover from turn to turn (turn-based). 
Going through doors or around corners 
should be done en masse in real-time games 
and with a full reserve of TUs in turn-based 
games. Shooting through doors and walls 
will allow multiple agents to simultaneously 
enter an area regardless of the number and 
width of doorways (after all, this is how 
SWAT teams do it). Power Swords make 
excellent machetes. 


Sitting tight 

Don't be too eager to ferret out your oppo- 

nents; X-COM: Apocalypse’s aliens tend to be 
pretty aggressive. If you can secure an area 


and set up killing zones, you can reduce your 
own Casualties and wait for the bad guys to 
come to you. This is especially important in 
close-quarters sites, such as office buildings, 
apartments, and slums. Check first to be 
sure of where the map edges are, as these 
are secured flanks. Then start moving to 
secure other areas. Send out scouts with 
high TUs and Marsec armor to peer through 
windows or check hallways. Snipers taking 
high positions can be helpful for seeing 
oncoming aliens and picking them off. Once 
you've got a good idea of your immediate 
surroundings, you can probably determine 
the direction from which aliens will 
approach. Kneel behind cover and consider 
having some characters hidden along the 
flanks of the approach. Note that Spitters 
see psionically, so they don’t need a line of 
sight to spot your agents. They will also 
transmit your agents’ locations to all other 
aliens at the site. Later in the game, as you 
Start going up against the more lethal 
weaponry, it’s almost suicidal to not wait for 
the aliens to come to you. 

In order to improve your agents’ attribut- 
es through combat experience, you have to 
use the attribute. Let your agents use reac- 
tion fire whenever possible. Psionics can be 
improved by making sure you probe an 
enemy at least once a mission. After a tacti- 
cal mission, each agent earns an individual 
combat rating based on the number of kills 
scored (see chart). If a Rookie’s combat rat- 
ing exceeds 8, he’s automatically promoted 
to a Squaddie. Otherwise, promotions are 
handed out to the first five agents with com- 
bat ratings of five or greater, depending on 
the number of a given rank your team 
already has. For instance, Squad Leaders are 
promoted to Sergeant if 1) they have a com- 
bat rating of five or higher, and 2) there is a 
shortage of Sergeants. To be specific, if 
Squad Leaders / (Sergeants +1) > 2, a Squad 
Leader with a combat rating of five or higher 
will be promoted to a Sergeant. A similar for- 
mula is used for each rank. Agents also earn 
medals based on the number and value of 
kills they've accumulated. 

The debriefing at the end of the mission 
awards your team a combat rating consisting 
of the total point value of all the opponents 
you killed. A psionically controlled unit gets 
full credit only if it’s controlled when it dies 
(i.e., if you cancel control after a controlled 
alien drops a grenade, but before the grenade 
detonates, you won't get credit if the explo- 
sion kills the alien). Explosions or falling ter- 
rain caused by X-COM give full credit for any 
kills. If one of your agents is brainsucked, dou- 
ble its point value is subtracted from your 
combat rating and assessed against your 
casualty penalty. The combat rating at the 
end of the mission is the base value for the 
score of your tactical missions, which is used 
in your daily evaluations and ultimately used 
to determine your funding. 

And finally, the most important bit of advice 
comes at the beginning of every mission: 
“Don't get hurt” - heed it well. -Tom Chick 
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Cheat Thrills 


Give me violence and give me death 


As if it needed it, there are patches to make Carmageddon 
even more gory 


Postal tries to be controversial with its violent content, but 
seems to wimp out when it comes to motivation. Or maybe 


e ran a letter a few months back 
from someone complaining about 


the violence in games and ads. The 


number of letters we received could proba- 
bly be summarized by the statement, “Get a 
life. | like violence. It’s only a game.” Yadda 
yadda yadda. 

Well, | like violence too. Lots of it. Ooey, 
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gooey, rich and 
chewy violence. 
With bows on. 
Give me aortic 
ruptures, bursting 
spleens, broken 
bones, severed 
limbs, gratuitous 
disembowel- 
ments (are there 
any other kind?) 
and decapita- 
tions. Lots of 
decapitations. 
With oodles of 
blood spurting 
every which way. 
Why the love of 
violence? Amla 
violent person? 
Not in the least 
bit. | grew up ina 
bad area of Los 
Angeles (an area 
now referred to as 
the “inner city”) 
and had a first- 


SUPERHOOPS 
IGLOOFUN 
GOGGLEPLEX 
SPAMFORREST 
INTHELOFT 
BUYOURNEXTGAME 
CHICKENFODDER 
FUNNYJAM 
TRAMSARESUPER 
ISLANDRULES 
SMALLUDDERS 
SPAMFRITTERS 
GIVEMELARD 
SPAMSPAMSPAMSPAM 
IHAVESOMESPAM 
MOOSEONTHELOOSE 


__ Carmageddon 
Type these codes during play for the following power-ups: 
BIGBOTTOM 


Damage 

Explosive pedestrians 
Hot rod 

Underwater ability 
Instant hand-brake 
Drugs 

Oh dear, jelly suspension 
Bouncy bouncy 
Turbo pedestrians 
Pedestrian harvest 
Vesuvian corpses 
Giant pedestrians 
Free repairs 

Money bonus 
Immobile pedestrians 
Gravity weirdness 
Pinball mode 


| The killing gets up-close and personal in Half-Life 


hand chance to 
see the wonders 
of gang violence 
and crime. | man- 
aged to avoid 
most of it (one of 
the advantages of 
being bigger than 
the other kids). 

Violence is ulti- 
mately the easiest 
form of conflict to simulate in 
a computer game - imagine 
an action game of interstellar 
diplomacy rather than inter- 
stellar conquest, death and 
destruction. However (didn’t 
you know this was coming), | 
want violence with repercus- 
sions. Violence with meaning. 
Violence with context. | want a 
heavy feeling of depression if | 
kill a good guy and experience 
the adrenaline rush of killing 
the ultimate personification of 
evil (or vice versa if that’s the 
premise of the game). 

The upcoming game Postal has a premise 
that effectively cheeses out when it comes 
to explaining the motivation of your charac- 
ter. From their web site: “[Postal is] about a 
character who goes postal when he uncov- 
ers a sick and twisted conspiracy that drives 
him to defend humanity from pure evil... or 


RUSSFORMARIO Pedestrian electro-bastard ray _ 
RABBITDREAMER = Jupiter gravity 


____Meat Puppet __ 

Type these codes in during gameplay: 
~INGESTH Full health 
~INGESTA Full ammo 
~INGESTW_ Full weapons 
~INGESTE Full energy 


is it something else...” Why not let the play- 
er be completely psychotic? Why not enter 
locations and gun down completely inno- 
cent civilians (a la Carmageddon)? Why not 
make that the point of the game (which is 
not the point of Carmageddon unless you 
want it to be)? You get more points for the 
innocence level of the victim (extra points 
for newborn infants). 

In Postal’s defense, the “or is it something 
else” leaves the door open for a possible 
outcome that says, “Oh, this was all in your 
head. You really are a psycho,” which would 
be a wonderful ending. But you'll probably 
find out your coffee was drugged by some 
evil bad guy bent on creating an army of 
lobotomized zombie killers. Or something 
like that. 

As a young Bart Simpson once said to his 
sister Lisa, “If you don’t watch the violent 
parts, you won't get desensitized.” 
Desensitize me, oh wonderful game indus- 
try. Give me my violence. —Steve Bauman 


Scream through combat strategy and savor every GuT-wRENCHING 
moment of annihilating your enemy. With rage in your veins and 
ASSASSINATION on the brain, be prepared to command this 7th Legion™ 
battalion in the ultimate uvTAMED DEATH FEST. Because once you're in-it’s 
all about balls-to-the-wall real-time combat action, where mex: \igtile maieltig 
respects” is done with a dignified sINGLE FINGER SALUTE. 
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Atomic Bomberman 


An old friend turns ugly 


booting up Atomic Bomberman is like 

running into an old friend on the 
street... and finding he’s hooked up with a 
cult. Sure, it’s the same person, but beneath 
the surface, something's just not right. 

The original Bomberman (circa 1989) came 
out on the NEC TurboGrafx-16 platform. 
Though the object of the game was to blow 
up your opponents, developer HudsonSoft 
still managed to keep the game cute, and 
gameplay was simple enough that anyone 
could grab a joypad and join in. It was the 
kind of game that both die-hard players and 
non-gamers could enjoy together. 

And some of that is still true. The 1997 
version keeps the same basic gameplay. 
You run around a maze drop- 
ping bombs which detonate a 
few seconds later, sending 
tongues of flame down corri- 
dors. Certain wall sections will be 
blasted away in the explosions 
(sometimes leaving a power-up 
behind) and in this way you 
sculpt the maze around you. The 
ultimate goal is catch your oppo- 
nents in bomb blasts and so be 
the last surviving player. 

Interplay decided to modern- 
ize the system, though, and trag- 
ically, the cuteness has been 
replaced by attitude and sopho- 
moric humor. lronically, the side 
of the game box is marked “For ages 6 and 
up.” while the back boasts of “a vast reper- 
toire of spiteful canned and custom taunts.” 
The Bombermen now have abrasive voices, 
and berate each other constantly, their bab- 
ble punctuated by the occasional farting 
sound (no, you can’t turn these off). Yup, this 
is the perfect game to give a 6 year old a 
head start on being a poor sport. Add to this 
the need for a Pentium processor and 150 
megabytes of hard disk space for a medium 
install (under which gameplay still stutters 
while audio files load every so often ) and 
you start to wonder what's up. 

Gameplay has been “enhanced” by 
adding more power-ups than the game ever 
needed (note to game designers: more is not 
always better) and thus complicating play. 
The fact that the game is still fun should be 
seen more as a tribute to the original design 
than as kudos to Interplay’s team. 

However, the greatest tragedy is the lack 
to TCP/IP support, an expected feature that 
would've made the game a must-have. This 
was apparently yanked at the last moment, 
since such support is printed on the box 
but covered over by a small sticker. Internet 


or those who've played the original, 
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play is listed on the box, and the assump- 
tion was that this meant that Engage 
(Interplay’s affiliated online game service) 
would support the game, but a recent visit 
to Engage’s website turned up nothing. IPX, 
modem or a cluster of hands around the 
keyboard will work. 

Bomberman has always shined brightest 
in multiplayer mode, but the fact is most 
gamers will be playing solo. The included Al 
will put up a good fight — too good. It never 
seems to make a mistake, and you'll often 
see an Al player find the one safe square ina 
huge conflagration of bomb blasts. There 
are no difficulty settings and, worst of all, 
when the human player has been eliminated 
there is no way to cut the game short. You'll 
have to sit and watch the Al players contin- 
ue the game until one claims victory (or, as 
happens quite often, they play to a draw). 

The one saving grace here is the “hidden” 
editor (access to which is printed in the man- 
ual). With it comes a nice variety of different 
levels/power-up sets to keep the game fresh 
(and eliminate some of the voices), plus the 
ability to create your own. The overall feeling 
here is that a bunch of programmers sat 


down to port Bomberman, and just kept 
throwing in more and more stuff to keep 
themselves interested in the project. With the 
editor, you can throw three-quarters of the 
“enhancements” out and play a decent game. 

Make no mistake, zipping around these 
levels trying to catch opponents in your 
bomb blasts is still fun, but it’s a sad com- 
ment on the industry that the same basic 
design that ran flawlessly eight years ago on 
an 8-bit console now suffers slowdown on a 
200MHz MMX Pentium with 64 megabytes 
of ram and a 150 megabyte install. And it’s 
even sadder that the design team felt the 
need to discard the whimsical atmosphere in 
favor of a flippant edge. Dread the day they 
start work on Atomic Pac-Man, who will no 
doubt sport a satanic tattoo and carry a 
flamethrower. —Peter Smith 
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Atomic Bomberman 

Interplay * www.interplay.com * 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 2X CD-ROM = 
Multiplayer: 1-10 players (4 on same 
machine), LAN, modem, serial 
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Download the demo at www 


Welcome to the world of Daryl F. Gates-and the LAPD. Here, a < Wi : AF. 
thin blue line: separates law-bhiding society from kooks, crazies, terrorists, 
sociopaths, drug lords and gang bangers. The choice is akties Join the good 
| guys and learn LAPD SWAT tactics, strategies and scenarios. Or become one of 
Society’s miscreants, and take it.to the establishment with bombs, grenades, 
and rocket launchers. Alone or on-line, no two missions are alike. All you 


have is your mental wherewithal and a steely resolve to keep your drawers 


soil-free under fire. It’s not just another day in L.A. Then again, it is. 
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Formula 1 


3D accelerated racing for the realism-challenged 


riticizing Formula 1 for not being real- 
C istic would be like complaining that 

Doom doesn't accurately model shot- 
gun damage. Considering its PlayStation 
roots, it’s not surprising that it’s the only 


race game on the market that plays easiest 
with digital controllers, either keyboard or 


G3 TAG HEUER Official Timing 


Is it ESPN or PC? 


gamepad (don't bother with analog joysticks 
or steering wheels), but even with this limi- 
tation, the car modeling feels “right.” Cars 
understeer in corners if you come in too hot, 
and power oversteer is possible if you get on 
the throttle too early exiting a turn. 

Formula 1 includes 17 tracks and the cars 
and drivers of the 1995 
Formula 1 season. 
Graphically, the game is 
stunning, with beautiful- 
ly rendered tracks and 
vehicles. The game also 
illustrates a dramatic 
qualitative difference 
between Direct3D and 
3Dfx-native OpenGL 
software -— the latter fea- 
tures considerably better 
visuals at a higher frame 
rate. Watch a replay of a 
race and the game looks 
eerily like an actual 
European F1 broadcast. 

Curiously enough, 
Psygnosis didn’t produce 
the “parts-a-flyin” acci- 


Rally Championship 


More bang-for-your-buck than the competition 


imulating the international renowned 
% Network Q RAC Rally, Rally 
Championship delivers a lot of racing 

action for both the arcade and the lite-sim 
fan. Consisting of 28 separate stages, the Q 
RAC Rally is a grueling event that will test the 
mettle of even the hardiest racer. The game 
gives you the option of playing individual 
Stages against other drivers or taking on the 
entire race, which is a lonely experience 
since you're only racing against the clock. 

When simulating the entire rally, you'll 
need to keep your car screwed together, 
and with a fixed time limit and a budget for 
each repair, you'll have to determine what is 
and isn’t important (watch our for transmis- 
sion problems). You also have a chance to 
set up your car for the upcoming rallies, 
changing tire types based on the terrain and 
weather, adjusting suspension height, etc. 
This aspect of the game adds a bit of extra 
interest to the rally, but it ultimately 
becomes more of a battle of attrition than a 
test of skill. 

However, what ultimately makes Rally 
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Championship such a winning game 
is its incredibly entertaining car 
model, which makes four-wheel drifts 
and controlled oversteer a breeze 
with either a joystick or the key- 
board. Racing with other cars feels 
more like bumper cars due to the 
twin evils of bizarre Al and the dread- 
ed invisible barrier on the edge of 
the road (for once, let us kill our- 
selves by ramming a tree), but it’s 
still thoroughly entertaining. 
Graphically, those who don’t 
demand 3D acceleration will find 
excellent graphics with a better-than- 
average frame rate. Things move quick- 
ly enough that you won't notice the low-res- 
olution textures used for the roads and the 
track-side objects. A Destruction Derby or 
Carmageddon-style visual damage indicators 
would have really made a difference. 
Overall, Rally Championship is an excellent 
game, delivering solid visuals in an in-depth 
package. It ultimately provides more bang- 
for-the-buck than such higher-profile com- 


dents that an arcade race game should have. 
If you hit the wall head-on at 180MPH, it’s 
hard not to expect more than coming to a 
dead stop and breaking a front wing. 
Another curious omission is the absence of a 
true in-cockpit view, which should be the 
preferred driving view. An over-the-car per- 
spective provides a panoramic view of the 
action, and should be used if you're interest- 
ed in winning every time — it makes thread- 
ing through traffic particularly easy as you 
get perfect vision ahead and behind your car. 

Overall, Formula 1 is an excellent arcade 
game that only lacks a few of the perks 
we've come to associate with other compet- 
ing products. Hardcore Grand Prix 2 fans will 
be disappointed by its simple car model, but 
3D card owners and casual race fans will find 
a lot to like. -Steve Bauman 


Formula 1 

Psygnosis * WWW.psygnosis.com * 
Requirements: Windows 95, 120MHz 
Pentium or higher, 16MB of RAM, 2X CD- 
ROM, 3D accelerator * Multiplayer: None 
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Riding along in my automobile... 


petitors as Test Drive Off Road or Need for 
Speed Il. -Steve Bauman 


Rally Championship 

Virgin * www.vie.com * Requirements: DOS, 
486DX2/66 or higher, 8MB of RAM, 2X CD- 
ROM + Multiplayer: 2-8 players, LAN 
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Journey to the far rdiare to save the distant uit: hae 
Battle hand-to-hand. Solve intriguing puzzles, 
/ Wield powerfulimagic. Explore a huge 3D world. 
Your mission; retrieve the foyausary sword)” So 
Excalibur. 


Featuring over.2 locations, 60 different’ ag 
characters, full speech, and incredible realistic 
light-sourcing, Extalibur 2555 is an absofute epic. 


“,..could well do ideo action adventur Mhnt) 4 | = : ig ; 2 
Tomb Raider did for 8D platformers” { a 
— Edge « 


. Excalibur 2555 is one pf the most unique 
3D games ever... a really, really cool gamey 
— Diehard Gamefan 
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Cryptic Passage 


More Blood on your hands? 


ere’s a recipe for disaster. Take a 
bg merely adequate first person shooter 
based on an aging engine, and cre- 
ate an add-on for it. Then price it at nearly 
2/3 the cost of the original game, but only 
include ten solo and four deathmatch levels. 
What are these people thinking? Cryptic 
Passage has no new creatures and no new 


They like this moon - they use it a lot 


Soldier Boyz 


Unrivaled in the area 
of PC shooters 


romising “blood splattering mayhem” 
i and packaged in an eye-catching box 

(love that plastic grenade - give it to 
the kiddies!), Soldier Boyz screams, “I'm cool 
— buy me now!” And for both of you unfortu- 
nate enough to do that, you'll be treated to 
one of the worst games to ship in the last 
few years, one that has no redeeming quali- 
ties. Aside from that box. 

One of those full-motion video shooters 
that were out of fashion about a month after 
the advent of CD-ROM, Soldier Boyz tells the 
story of the most racially diverse group of 
criminals ever assembled who are released 
from jail and converted into a hostage rescue 
team. They're hired by the usual “rich man” in 
order to rescue his daughter, who's been cap- 
tured by a Vietnamese warlord and is being 
held hostage (why do rich people let their 
daughters roam free in Communist coun- 
tries?). The team needs to enter the jungle and 
kill lots of people in order to win the game. 

The filmed bits of the game are taken 
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weapons - just the levels (and for compari- 
son’s sake, the full Blood package contains 
roughly three times as many solo levels, plus 
a handful for deathmatching). It’s hard to 
imagine that there aren't fourteen equally 
worthwhile levels available for download off 
the Internet. 

The levels you do get are decent if quite 
derivative of the original Blood lev- 
els (instead of a moving train, you 
get a moving boat, and you'll still 
die if you jump overboard). Part of 
this is the fault of the designers, 
and part is the fault of the base 
material. Blood is really a one trick 
pony as far as environments go. It’s 
still 19th century gothic, with the 
same corpses hanging from the 
same hooks and the same cloaked 
figures speaking in tongues.... The 
secret level, Boggy Creek, is a bit 
more interesting, as you take a 
boat ride around a spooky swamp. 
If all ten levels had been as inter- 
esting as this one, the package 
may have been worthwhile. 


from the low- 
budget movie 
of the same 
name, meaning 
the dialog is 
stilted and the 
action violent 
but ultimately 
rather limp. 
The original 
footage shot 
exclusively for the game consist mostly of 
people addressing the player with looks 
that scream “I’m not even getting paid a lot 
of money to do this.” 

Gameplay consists entirely of clicking on 
guys who are about to shoot you. If you click 
before they fire, they die. If you fail, you get 
to replay the mission over and over again 
until you've memorized every location 
another bad guy will pop out from. Nothing 
is ever randomized or changes, so replaya- 
bility is nil. As if you’d replay the game... 


Instead of a moving train, you get a moving 
boat. And you still die if you jump off! 


If you really played all the way through 
Blood and you still want more, it may be 
time to think about expanding your hori- 
zons. But if you're seriously determined to 
stick with Blood, Monolith themselves are 
working on an add-on, and it’s bound to be 
more interesting than this package. It could 
hardly be less. Add the lack of originality to 
the lack of quantity and you get a lack of 
desirability. Skip this one. -Peter Smith 


Cryptic Passage 

WizardWorks * www.wizworks.com * 
Requirements: Blood * Multiplayer: 2-8 play- 
ers, LAN, modem, serial 


Gameplay consists entirely of clicking on guys who are about to shoot you 


The box says, “unrivaled in the area of PC 
shooters,” which is, for once, a true state- 
ment — no current shooter is nearly as bad as 
this game. —Steve Bauman 


Soldier Boys 

DreamCatcher Interactive * www.soldier- 
boyz.com * Requirements: DOS, 486 DX2/66 
or higher, 8MB of RAM, 2X CD-ROM * 
Multiplayer: None 
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You’re commanding a team of 
heavily-armed warriors into unholy war. 


: And in the heat of-battle 
each. of them will be changed. 


They'll learn new-strategies. 
Gain new powers. 
Handle bigger weapons. 


Form new relationships. 


‘Hell, some of them 
might even live. 
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Road to Nowhere 


Lori Cole leaps into multiplayer in Quest for Glory V 


lot of people might call Lori Cole, 
designer of Sierra's Quest for Glory 
series, “a real character.” And that 
may be true, but one of the things most fas- 
cinating about Lori is the depth to which 
she knows and lives her game material. 
When asked about the huge database that 
must be necessary for all of the plot twists 
in her latest venture Quest for Glory: Dragon 
Fire, she points to her head and says, “Well | 
do know about the huge database in here.” 
And when she recounts tales of her stories 
and characters, | really could close my eyes 
and listen practically forever. | was curious 
about her reaction to her venture into mul- 
tiplayer gaming, and here is what she had 
to say: 


Was making the game multiplayer your 
idea? Or did someone twist your arm? 

It was a little bit of both. | wasn’t sure how to 
turn Quest for Glory into multiplayer, but | 
did know that multiplayer is the way to go. 
It’s so much more exciting and your charac- 
ters are so much richer when they are 
played by real people. It was not something 
| objected to and the trick was to free up the 
players to let them have the most fun in a 
multiplayer environment. You strip away a 
lot of story and let the emphasis lie on inter- 
action amongst the players rather than the 
NPC’s. And keep it so that they are funneled 
together to do things, whether it’s to com- 
pete against each other, to fight against 
each other, or to work cooperatively. 


Will there be NPC’s at all in 

multiplayer mode? 

Yes. Because for one thing you need to buy 
items and to sell things. They'll be there to 
talk to you and give you some hints, but 
mostly they'll be background characters at 
that point in time. Other than a couple of 
characters that keep promoting the plot and 
keep the players moving; like a good RPG it’s 
structured so that there’s progressive disclo- 
sure; you keep going to more and more 
places as you go along. So there are NPC's 
that will push you along to the next area. 


Certainly you can kill one another during 
the course of a game. Would you want to? 
No. Wellllll, | never say players don’t want to 
do that. | say yes, let the players do what 
they want to do, and if they want to turn it 
into a hack-and-slash combat game, that’s 
their fun. Let ‘em do it. | simply want the 
player to have fun. So in multiplayer it may 
become either a true RPG hack-and-slash 
dungeon or, on the other hand, it might be 
an environment for exploration and for 
cooperative fun. You could sit on the shore- 
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[clockwise from above] 


Lori Cole ponders as co-designer Terry 
Robinson puts ink to paper 


He’ll never catch up on his reading 
A Parthenon lookalike by the falls 


Stucco archways surround the Mediterranean 


piazza 


line, you can go swimming, you can eat 
pizza... just chat and have a good time. 


Can you bring a multiplayer character 
back to single player mode? 

No. Unlike Diablo which saves only a charac- 
ter, we save a character and position, so that 
when you quit, you can come back and start 
from that point on. It may be passworded so 
that only your friends can get in, or you can 
invite other players and the game will stay in 
progress — until it’s completed or until you 
restart it. Or you can always join somebody 
else’s game. 


What if everyone dies? 

If everyone dies, then... they're playing very 
badly. Until endgame, there’s no reason to 
die in this game. There’s only a couple of 
places where you're really pushed up 
against a wall. If you do die in multiplayer, 
we've got a “beam me up Scotty” spell. You 
will be pulled back and you will be taken to 
a wizard’s house. You will be healed, but you 


will be pulled away...if you're playing a 
competitive game and decide to backstab 
your partner at that point in time you can't 
play a killer game but you can push him 
back and you'll get a little further along. But 
it won't satisfy many Diablo players’ urges 
for pkilling. 


Besides your own, what games 

are you looking forward to? 

It's been so long since I’ve played a game. 
But I’m looking forward to Monkey Island 3; | 
really want to see that one. I’m interested in 
seeing Blade Runner because I’ve seen some 
of the visuals — that is definitely one of the 
ones to look for. | said, “My gosh — they've 
got the look, they've got the feel!” And their 
animated characters are impressive. They've 
got so much of a great start that | hope the 
designer is able to pull it off. 

Lori has billed Dragon Fire as the “final 
chapter” of the QFG series, but with Sierra’s 
reputation for sequels, and Lori’s gameworld 
so alive in her mind, we'll see. —Cindy Yans 
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For more information, call 1-800-298-0875 or visit http://www.imagicgames.com/splus/skingdoms 


P.O. Box 13491 | Research Triangle Park, NC 27709 | www.imagicgames.com 


Seven Kingdoms is a trademark and Interactive Magic is a registered trademark of Interactive Magic, Inc. All other trademarks are the property of their respective owners. 
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Baring the Betrayal 


his month we continue with hints and 
tips for Betrayal in Antara’s Chapters 
Four through Six. The Antara pro and 
con arguments rage on, but several gamers 
who have continued to play it even though 
their initial impressions of the game were 
negative are now admitting that its complex 
plot and many side adventures have grown 
on them. Of course, they won't admit it until 
after they've had several mugs of the ASCII 
ale we offer here at the Boots of Re. It’s an 
aromatic brew with just a sniff of hops, we 
tell all our customers. What we don’t tell 
them is that the herbs we use are ground 
and crushed in a vat when Bashed, Battered, 
and Bewildered hop up and down on them 
bare foot. Care for a mug? 


Hot & Not 

Betrayal in Antara was the most popular role- 
playing adventure in August. The keyboard- 
control, action-adventure Twinsen’s Odyssey 
garnered the most adventure game messages. 


Betrayal in Antara 

Continuing Aren and William's quest 

Chapter Four 

Aren and William’s primary objective is to 
find the Shepherd's lair. Their search will 
take them first to Mackey on the road 
between Ticoro and Varnasse, to Maria Liana 
in Isten, to the temple in Durst, to Fellich 
Marr outside the city gates of Ticoro, to 
Simon’s house in Ravenne (to read a note), 
and finally to Simon in Levosche. Simon 
knows the location of the Shepherd's lair 
(Ticoro) and also where to find his old 
Shepherds’ medallion (buried in his garden 
in Ravenne). 

North of Ticoro is the door to the lair. To 
open the lock and end the chapter, use the 
medallion on the slab of rock and then turn 
the dial clockwise to five o’clock, counter- 
clockwise to one o'clock, and clockwise to 
ten o'clock (examine the back and the front 


of medallion to learn the lock’s combination). 


Explore Korus Landing, Isten, Everton, 
Teal, Elona, Burlen, Eastbank, Camille, 
Durst, Friole, Varnasse, Melay, Ravenne, 
Cardone, Levoshe, Ormede and Waterfork 
for optional adventures. 

Chapter Five 

Restore Ridgewood to order. Go east 
through Durst and Friole and then north 
past Darvi to meet Krrrfrrriaak and learn of 
the troubles in Ridgewood. Then travel 
north to Kaelyn’s house near the southern 
edge of Ridgewood to read a note from 
Garvin, her father. 

The note directs the party to a cave to 
the north. Avoid any battles with Wraiths 
while searching for Garvin, they are highly 
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lethal. The party will find a clear 
northern path to the cave, eventu- 
ally. Garvin will enchants the party’s 
weapons so they can slay all the 
Wraiths and undead haunting the 
Ridgewood. After the slaying is fin- 
ished, return to tell Garvin and the 
chapter ends. 

Thoroughly explore Durst, Darvi 
and Grandeur for additional but 
optional adventures. 

Chapter Six 

The primary objective is to search for the 
Consort. Escape the Shepherd's lair by find- 
ing the lever chest. Solve it by spelling 
Malkere, and then take the glass tube to the 
mosaic puzzle, click on the door, place the 
tube on the candle and press the now high- 
lighted buttons in any order. 

Go to Gar Warren’s cave, talk to him and 
after an interruption go through the cave’s 
secret door and then east to the Pearl 
Spittoon in Ganath and talk to Khorus Bale. If 
William drinks a Halder’s brew potion and 
then wrestles Khorus, Khorus will direct the 


[clockwise from above] This messenger warns of 


the troubles in Ridgewood Kaelyn must deal 


with in Chapter Five; Chapter Six includes a visit 


back to Lord Garson’s estate in Imazi; “I think | 
shall never see a poem as lovely as a tree...”; If 
you can spare the money, ride a carriage 

between towns 
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in Chapter Four, a conversation with Mackey will be 
beneficial 


party to Lokath outside the Tapped Barrel 
Tavern in Choth. 

Lokath will refer the party to Birge stand- 
ing at the gates of Lord Garson’s estate in 
Imazi. Seek help for Birge from Chee in the 
Montari Caves and then take Birge’s note 
back to Lokath in Choth. Take Lokath’s note 
to Kahleth in the training camp just south of 
Choth. Kahleth will ask the party to give 
some mercenaries swampwalking potion. 
The mercenaries are north of Torlith towards 
Darvi — along the narrow band of dry land 
beside the swamp. After the mercenaries 
drink the potions, follow them 
through the swamp to the cabin. 
Click on the cabin door to end 
the chapter. 

Thoroughly explore Toruth, 
Choth (the reward for picking a 
winner for the festival varies 
from nothing if you pick the 
Hero, to an Everedge sword and 
tower shield if you pick the 
Soldier), Keth, Bakril, Imazi, 
Ligano and Ganath for addition- 
al adventures —Andy Backer 
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Twinsen’s Odyssey 


Life is tough in the realm of whimsical mayhem 


mmediately after speak- 
ing with Zoe, check the 
nearby chest for a key to 
Twinsen’s workshop. The 
workshop holds your magic 
ball, some darts and the 
holomap. Go to the pharma- 
cy (the building with the 
slingshot-wielding boy on its 
roof) and chat with the 
owner. After the umbrella 
robbery, go outside and talk 
to the short woman. Use 
Discreet mode to sneak up 
on the robber and, when 
close, tell him to give you 
the umbrella, then return it 
to the woman. 

Next, go through the 
upper floor window of the 
Magic Museum, hit the red 
button, then flip the switch, 
run downstairs and grab 
your tunic before the display 
chamber closes again. While there, 
check the picture on the wall in 
Miss Bloop’s office. Go talk to the 
weather wizard—you can find him 
near the cliffs on the side of town 
opposite Twinsen’s home. After 
the wizard, talk to the cow who 
will hint at where the lighthouse 
keeper went. You'll have to go to 
the caves to find him, but the easi- 
est way to get there is to drop off 
the ledge near the cave entrance. 
Once in the cave, you'll find the 
lighthouse keeper locked up. Go 
the other way and, when you get 
to the three barrels, stand against 
them (near the middle point 
between the front two) and use 
your ball to hit the switch at the 
end of the hall. Search all the barrels in the 
next room (take a moment to kill the nearby 
pesky bats), then climb the ladder and jump 
down from the ledge when you get to the 
locked door. You'll have to hit the switch 
with the ball by jumping atop the nearby 
rock cluster. Go back up the ladder and 
meet Joe, then proceed through the door. 

After killing the first monster, jump on the 
rock to reach the platform that leads to the 
next monster. After it’s dispatched, leap 
across the spikes to get to the locked doors 
(watch out for the attack bird). In the next 
room is Mama Tralu. Run toward her and 
when close, quickly switch to aggressive and 
beat the living daylights out of her for a key 
(and goodies). Now, free the lighthouse 
keeper. After that, you'll find Zoe, who is 
complaining about Twinsen’s heroic antics, 
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The ferryman may be scary and expensive, but he goes places that no one else dares 


The airy Gazogem refinery holds the key to the Super Protopack 


so to make amends take her for a romantic 
stroll to the lighthouse to watch the weather 
wizard’s show. 

After the aliens have landed, get a ferry 
ticket and go to Desert Island. Near the har- 
bor, you'll find the main town, wherein lies 
the healer’s house. Talk to his cleaning lady, 
then search his shelves for gallic acid. Go to 
the back of the town and visit Baldino the 
inventor. Call Zoe using his large machine, 
then get the car part from Baldino. The only 
entrance to the wizard’s school (located at 
the back of the cemetery) is between two 
thorn-like trees by the rocky cliff that sur- 
rounds the graveyard, but go to the Temple 
Park first and play the duck shooting game. 
Hit two ducks to reach a secret kash horde. 
You'll need 120 kashes at least, but it’s 
always good to stock up. Now, enter the wiz- 


ard’s school (ignore poor 
Joe for now). You'll first 
have to get through the 
“ghost gauntlet,” so run 
through the maze timing 
your dashes with the 
ghosts’ movements. Be dis- 
creet to reach the chest, get 
the key and leave the same 
way. Use the key on the 
nearby door and meet 
school’s rector. Join for 120 
kashes, then take the first 
test—a simple target prac- 
tice exercise, which will earn 
you the blowgun. 

After this minor victory, 
take the ferry back to 
Citadel Island and give Zoe 
the car part (and watch her 
fix the car herself. What a 
woman!). Twinsen must go 
right back to Desert Island 
to get a radio from 
Baldino—so it’s off to the ferry 
again. Zoe will radio you that she 
has fixed the car after you leave 
Baldino’s, so pick it up near the 
ferry. Once in the car (avoiding the 
trigger-happy aliens), head back 
toward the cemetery. Near the 
thorn tree entrance (almost direct- 
ly ahead) drive up onto the cliff 
and use the ramp to jump the gap. 
Drive to the Balsam plant and 
snatch it up, then drive off the 
ramp to get back. Go to the 
Wizard's School and give the plant 
to the rector. With the newly 
acquired Horn of the Blue Triton, 
Twinsen has the power to heal, so 
help poor little Joe out before you 
take off to treat Dino-Fly. Use the 
horn on Dino-Fly six times to heal him. 

Have your Dino fly you to The Dome of 
the Slate, and look at the map near the door 
before entering the maze. The map is 3D 
and the starting point is in the upper right 
gateway. After getting through, the rector 
awards you the magic slate, which records 
images and maps. Get back to Dino-Fly (take 
the ladder on the side of the dome) and 
travel to the wizard’s school on Desert 
Island. The rector will give you your diploma 
and tell you to find the wandering wizard 
salesman for your new tunic (which costs 50 
kashes). Once dressed in proper elderly wiz- 
ard attire, head for the Hacienda to talk to 
the alien near the men’s steambath, and just 
say, “Abduct Me!” Once they lead you to the 
ship and take off, be sure to snatch up the 
translator on the ship’s lower deck. 


Aliens amok! 
Once on planet Zeelich, follow the guards 
and wait until they lock you up. When the 
guard opens the door, kill him. Throw the 
big red switches, then go to the upper level 
and open the door to the other prisoner's 
cell. Run out the bottom door and destroy 
the mech to blow a hole in the wall, cross 
through the dog yard and head to the build: 
ing straight across (the travel agency). Go all 
the way to the back, though the security 
gates anc fall through the left hole. Now 

run into the Airport tower, kill ‘em all and 
get the travel token. Run back down and 
head to the shuttle (it’s best not to stay and 
fight). Once in, place the token in the slot on 
the upper deck. 

Upon your return, don't bother to stop 
and make nice in town, just run home to 
Zoe (and really, where else would you rather 
be?). She says to pick up your package in the 
warehouse, so run through town to reach 
the building. Go downstairs and use the 
arrows on the floor to get the robot to grab 
your box (it can’t move anywhere where 
there is something blocking the way). When 
the box is on the upper floor, you can try to 
move it yourself or pay the guy there 102 
kashes—which seems like a lot 
until you try to do it manually. The 
box contains the Protopack. Now 
you need the lightning spell, which 
requires a Pearl of Incandescence 
to create. So, take Dino-Fly back to 
Desert Island and head for the 
docks, running past the large area 
with all the crates to the beach 
beyond where a bell awaits above 
a small pier. Ring the bell, then 
jump onto the turtle’s back to 
reach the pearl’s cave. Use the 
Protopack to get over the spikes. A 
word of caution: continue to press 
“forward” while using the 
Protopack or else you'll fall. Bring 
the pearl back to the weather wiz- 
ard’s house, read his note and put 
the pearl in the pot to get the spell. 
Next, go to your neighbor's house 
and give him the gallic acid, take 
the pyramid key and read his map. 
To get to the sewers, rush to Chez 
Luc, kill the aliens, search the keg 
behind the bar for the key and go 
to the basement. There’s a hole 
behind one of the crates in the 
basement that drops you to the 
sewers. Once down there, place the 
pyramid on that odd shaped panel 
near the stairs, go through the 
door, then use the lightning magic 
To use the lightning spell, you 
need to have full magic power. 
After that, you'll get a message 
from Baldino and it’s off to Desert 
Island again (jump on the floating 
rafts, then to an exit platform to 
leave the sewers). 


Go to the Temple of Bu in Temple Park 
and head down to the mineshafts. Jump 
onto a cart and hit the second and fifth 
switch you come to. Once downstairs, hit all 
the switches you pass. In the next room, you 
need to stay on the cart to jump to the box 
(which holds a key), but beware the fireball 
spewing Statues. Take the ladder down (in 
this same room) and kill all guards, then 
search the clothes on the night table fo 
another Key. Go through the next locked 
door, kill the guard for a key, then go 
through another locked door and use the lift. 
Now, use the Protopack to get across the 
electrified bridge. Run to the end of the 
room and dispatch the guard, then get the 
travel token from the orange container. Next, 
hit the bridge power switch (it’s right at the 
end of the bridge on the wall) and kill the 
guard who comes across. Enter the shuttle 
and use the token to travel to Emerald Moon 

Thinking fast on his feet and knowing 
how unimaginative the Zeelich aliens are 
Twinsen should decide the password is 

Green Moon,” when asked. Once landed, gO 


to the far right and enter the welcome build 
ing (it's the only building you can go in at 
the moment) and bid fond farewell to all the 


The ominous Dark Monk Temple. Place the key right in the center 


The Emperor's guardian is no match for Twinsen’s wild and wacky 
swordplay 


welcoming Zeelichians. Set the three round 
switches to green, then you can go through 
the buildings searching for items and things 
to kill, or go to the building nearest where 
you parked and find the upper door leading 
to a rocky ramp wherein lies Baldino and his 
little rebel wiener friend. You may need to 
turn the big wheel to open the door again, 
then when Baldino gets to the locked door, 
run up the stairs and pull the red lever. Rush 
through the door again and put on the 
Space suit. 


Gazogem! | need my Gazogem! 

After landing, head for the pier. Take a run- 
ning jump to the first rock, then use the 
Protopack on the second rock to fly to the 
rock closest the dock, then leap to the dock. 
Check the barrels and trees for power-ups, 
then talk to the two taximen and head for 
the first building (Rick's Bar) and scope the 
place for info. Now, go up the hill, into town. 
You need 100 Zlitos to give to the old guy, 
so hit the casino. Play the slots until you get 
the key, then go into the back room. Be pre- 
pared, as soon as you spin the wheel two 
large crocs will attack. Get them in a line to 
beat them, or use your ball from the stage. 
After this, you should have 
enough money. Go back to the 
one-legged man and give him 100 
Zlitos and he'll take you to the 
Island of the Celebration. Get to 
the top of the hill and talk to the 
souvenir vender, then head back 
to Otringal. 

Now, you need to find Rick, so 
head to his bar. Go onstage and 
through the semi-hidden stage 
door. Throw the stage switches in 
the following order to open the 
grate: middle, left, right. Next, 
position the pillars so that you can 
jump to them from the boxes— 
position the tallest under the 
grate and the shorter pillar in the 
middle point between the lower 
box and the tall pillar, then jump 
across and enter the duct. Rick 
will tell you to go to the hotel in 
the high part of town, but you 
can't get there yet. Go talk to the 
gas station attendant (watch out, 
the guards are trying to kill you) 
and he'll tell you about the island 
of Francos. Immediately go and 
take a taxi to Francos. On Francos, 
buy a pick axe in the first building. 
Everyone is looking for the 
Francos Fragment on this section 
of the island, but the piece is 
buried in a patch of grass near the 
water between the first building 
and the bar, so go get it. Next, go 
to the pipes near the fence of the 
Gazogem refinery. You'll see that 
the top of the fence is bent down 
in one spot. Jump onto the pipe 
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there, then over the fence and 
enter the building with only one 
guard outside it. 

This building is full of problem- 
atic jumps, with harmful gas 
spouts that can destroy poor 
Twinsen. The switches either turn 
gas leaks on and off, or shut them 
off temporarily. In the room with 
the moving platform and the side 
gas vents at the top of the screen, 
hit the left-hand switch to turn on 
the top vents, shutting off the 
bottom vents, then use discreet 
mode on the platform so you can 
duck the gas. Look for the key 
boxes spread through the rooms, 
along with secret side passages 
containing power-ups. Also, you'll 
have to kill a technician from long 
distance, who then drops a key— 
use your ball to collect the key. 
After this, kill a guard for another 
key, then proceed up the stairs, 
go through the gate, get the 
Gazogem and exit the building. 
Now outside, jump onto the 
lower pipe beside the barrels, 
then onto the barrels and over 
the fence to freedom and take a 
taxi back to Otringal. 

Go back to Baldino, give him 
the Gazogem and he'll modify 
your Protopack. Now, head back 
to the dock and up the hill. Use 
the Super Protopack to get across 
the waterfall at the top and follow 
the path to reach the hotel (watch 
out for the machine gunner and 
don’t bother the Imperial Guards. 
You can't kill them). The hotel is 
the building opposite the Imperial Guards 
and inside is a rude, rather tough bellboy 
just waiting to die (and a guard as well). The 
bellboy “relinquishes” a key to the pool 
area. Johnny Rocket is by the pool, so go 
have a word with him, then follow him to 
his room. The next room has some agents 
bugging Rocket's room, and the third has a 
showering woman in it—this last room will 
also let you exit through the window. Get to 
the lower part of the island through the ele- 
vator lift building (just drop down through 
the tube) and make your way cautiously to 
the souvenir shop and show the shopkeep- 
er the ring. 

Go down the stairs in the shop and talk to 
the dissidents. After getting the pistol, head 
for the pier and take the taxi to the Island of 
Celebration. Head past the temple and 
toward the lava flow. You need to time your 
jumps so that you land on the moving 
chunks of rock. When you get to the small 
water body where the crystal clump lies, use 
your Protopack to fly along the pool’s outer 
edge to avoid the monster, then use your 
pick axe on the crystal (giving Twinsen a 
working laser pistol) and head toward the 
ladder. Watch out for the volcanic rocks 
spewing up as you get back to safe ground. 
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Can Twinsen foil the foul Zeelich Emperor's plans before it’s too 
late...? Well, no actually 


This is the best spot to be in when fighting the assassin, just watch 
out for the box debris 


Now, head back to the Island of Francos and 
the Gazogem refinery. Go into the building 
being patrolled by two guards. Inside, kill 
the guards and use the pistol to hit the 
switches behind them. Going from left to 
right, put the second and forth switch in the 
down position, then go through the doors. 
This leads to an air tanker. Board it to get to 
the offshore refinery and a nasty surprise. 
Once the assassin starts throwing boxes, the 
best way to kill him is to get to the right of 
the large box near the dock. You'll have an 
open space to shoot him, but watch out for 
the box debris, which can hurt you. Shoot 
him with the laser pistol until he keels over, 
get the key, then head for the elevator and 
go down. 


The dark side of the mist: 

Wannie world 

Step off the elevator and use the ramp to 
jump on the trash can, then shoot the tech- 
nician and the switches to right of him. Once 
the barriers are down, proceed outside and 
fight your way to the Wannie village. Go into 
the mine and talk to the old man, then go 
deeper to find the Wannie family preparing 
for dinner. Grab the Wannie’s glove from the 
coat rack, then when dinner is ready, sit at 


the table for a piece of tart. Leave 
and give the tart to the old man, 
who then gives you the key to the 
chapel. Head for the chapel, 
watching out for the fireballs and 
killer fireflies. The monk will tell 
you to speak to his housekeeper 
(in the first room you come across 
when first entering the mine). The 
maid will sing the Ferryman’s 
Song, but you need four gems to 
pay the ferryman with, so head 
back to the guarded outpost near 
the beginning of the island and 
into the cave (it’s just left of the 
large sign). Riding the mine cart 
will get you past the lava fall, lead- 
ing to a gem and an extra life. 
Search the crystal piles for gems 
as well and remember that your 
Super Protopack can cross lava, 
but don’t get hit by anything. 
After getting as many gems as 
possible (get more than four, 
you'll need them later), jump the 
gap near the small, pig-like animal 
and enter another cave. Take the 
path between the two workers, 
jump across the platform and kill 
the bouncer Wannie for a key. Go 
into the Wannie shrine and steal 
their fragment (you may need to 
use the Super Protopack to reach 
it). Immediately afterwards, several 
Wannies attack. Every Wannie in 
the cave now “wannies” to kill you, 
so make like a tree and leave— 
really, really fast. 

After escaping the mine, go to 
the ferryman’s dock and use the 
song to call him. Tell him to take 
you to the Island of the Mosquibee’s. Once 
docked, talk to the Mosquibee flying around 
the beach and ask to be taken to his Queen. 
Show the Queen your ring and she'll test 
you. To win the test, just hit the rocks with 
your ball until you get a key and open the 
middle door to acquire the Blowtron 
weapon (a more powerful blowgun). After 
talking to the Queen again, killer hotdogs 
start storming the place, so fight your way 
through the Octagonal doors and toa 
hexagonal exit to the outside (don’t go 
through the hole in the floor yet, this leads 
back to the beach). Once outside again, 
avoid the paratroopers as you make a mad 
dash over the rickety suspension bridge and 
into another cave. Get the health apples in 
this room, avoid the spider (just jump it) 
and use the elevator to get to the moun- 
taintop. Run around the path, talk to the old 
man, then put the Wannie glove on and go 
up the ladder to fight the flying walrus (use 
the glove to reflect the walrus’ fireballs back 
at it). Use the key on the box near the old 
Mosquibee to get the Mosquibee fragment, 
then talk to the oldster again. He tells you 
that the Queen has been kidnapped and 
the others have fled to the island of the 
Volcano, so head back the way you came 
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and down the hole with the rope 
to get to the beach. Kill the two 
guards and get the gem hidden 
amidst the strange bell plants and 
have the ferryman take you to 
Volcano Island. 

The remaining Mosquibees are 
hiding out in a cave on the far end 
of this island cluster, but to get 
there, you'll have to jump onto 
the moving platforms that are in 
the lava and work your way over 
the three islands (be sure to 
search for crystals). Once in the 
cave, there are two extra lives to 
be found and a few Mosquibees. 
You'll discover that the Queen has 
been taken back to the Island of 
the Wannies. To leave, take run- 
ning leaps across the islands and 
jump onto the gray stone plat- 
form to get to the ferryman dock. 
Go to the Wannies'’ island. 

Enter the crystal mine near the 
large sign. Jump onto the convey- 
or belt near the tracks in the first 
part of the cave, hop onto the ele- 
vator, then jump through the 
opening. In the next room, kill the 
rude switch operator and put both 
switches into the upper position, 
wait for a box to come by and 
jump into it. After getting dumped 
into the next room, jump on the 
crates, then leap to the ladder and 
go up. Once on the roof, jump to 
the next rooftop and fall down the 
hole to have an impromptu meet- 
ing with the Queen. She'll give you 
the CX key. Kill the guard and hit 
the switch to open the door (the 
ball works best for this). Fight your way to 
the ferryman again and go to the Island of 
the Mosquibees. 

Once there, head for the rope below the 
huge stone and climb up. Now, work your 
way through to the throne room (it’s the one 
with the red carpets). There are two lesser, 
but well armed guards to either side of the 
throne, but the armored bodyguard is the 
big obstacle. He’s very tough to kill, so try to 
damage him from long distance. Once all 
three are dispatched, go through the door in 
the back of the throne. Next, you'll need to 
use your Super Protopack to move in the 
rooms with the strange mist. Make your way 
to the room with the switch that opens the 
upper left-hand door temporarily. Avoid the 
monsters, as you get through the door to 
the outside again, kill the guards in the hall- 
way and go up the ladder. Watch those big 
gun turrets while killing a guard for the key, 
then enter the center building. 

Watch out for the entrenched soldiers, as 
you run to the wheel that opens the door. In 
these rooms, avoiding most enemies is best 
and shoot the switches to open doors. Also, 
don’t bother attacking the sword-wielding 
Imperial soldiers (you can’t hurt them yet). 
The last door leads to an entrenched soldier 
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The venerable school of magic; like any proper institute of higher 
learning. It’s overpriced, in a horrible location and they make you do 
all the work while the professors just sit around all day 


who runs away. Get the key on the wall and 
take his lead by leaping over the walls to get 
back down to the locked door on the far side 
of the room. Go through this door, kill the 
guard and take the elevator down. Finally, 
you'll meet the Emperor who makes a full 
confession. Attack the Emperor and his 
guard, get the key and open the chest to get 
the sword, which enables you to kill the elite 
guards. After killing one of the guards, go 
back up the elevator and dispatch the 
guards for another key. Use the key on the 
locked door, go inside and get the shuttle 
token. Work your way back outside, head for 
the shuttle and use the token to travel to the 
Imperial Palace. 

After landing, use your trusty sword to 
get a key from the guards and go through 
the gate, up the hill and into the palace. In 
the Palace, the quickest route is north as 
far the rooms go, then all the way west, 
then north. The keys are either in chests or 
on guards. In the final room, Twinsen faces 
three royal guards and a two-headed stat- 
ue that comes alive. Kill this monster for a 
key to open the chest where the creature 
was standing watch. Inside is the Sups 
Fragment and fireball attack—Twinsen’s 
final level of magic. Getting out of the 


ing into the Slate Island maze, study the map by the door 


palace is easier if you go south 
from this room as far as the trail 
leads, then east to the exit. Make 
your way cautiously to the lower 
side of the island and head for 
the docks to catch a taxi (or the 
air shuttle), then on to the Island 
of Celebration 


The end game 

(a.k.a. “save often!”) 

Once to the island, enter the Dark 
Monk temple. Place the Dark Monk 
key in the fountain, then leave the 
temple to face your true nemesis. 
Go to the right side of the temple, 
following the pillars back until you 
get to the rock that lets you jump 
to the lowest pillar. Jump from pil- 
lar to pillar to get to the book, 
then to the hand, then into the 
hole. Now comes the hardest part 
of the game. Those robot ele- 
phants are tough and keep com- 
ing. Destroy them when you can 
and always kill the rocket launch- 
ing elephants. Get to where the 
four wizards are and go to the 
machine with the video monitors. 
Activate the switches in the follow- 
ing order (going from left to right): 
2, 1,4, 3. Then hit the switch to the 
right of the wizards’ stasis cham- 
bers to set them free. After they 
blow open the cage, take the lift 
up, then promptly take the eleva- 
tor down again. Get to the hole 
opposite the lift (where a robot 
elephant will be) and drop down. 

You'll need to kill the rocket 
launching elephant for the key, 
but there are plenty of other robotic ele- 
phants in the way. Throughout this last part, 
finding “safe” spots on the screen from 
where you can use your distance weapons is 
imperative for dispatching villains for keys 
and hearts. Try to have full health before 
opening the gate, and destroy the two 
robots in this next room. Once they are 
gone, quickly fall through the now open 
hole in the floor and make your way to the 
lower end of the next room (down the stairs) 
to kill the rocket launching elephant for a 
key. Kill the robot elephant that teleports in, 
then go through the gate and kill the final 
rocket launching robot. Get full power 
before proceeding down the stairs. 

At the bottom of the stairs are two gun- 
toting robots and two Funfrocks. Let the 
Funfrocks push the robots into the lava if 
possible. One of the Funfrocks is a clone 
(made of fire), the other the genuine article. 
Push past them and rush down the next set 
of stairs. Go to the far-left end corner of the 
room (where an extra life waits). From here 
you can kill the Funfrocks with your fireball 
in relative safety. You must kill the real 
Funfrock to make the clones stop coming. 
Once they are both gone, walk to the lava 
where the children’s cage fell. Jason D’Aprile 
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RELEASE PRICE Tite RELEASE PRICE TITLE RELEASE Price TITLE RELEASE PRICE 
10 Six NOW $35 Creature NOW $34 MAX NOW $22 Spaceward Ho! 4 NOW $24 
1830 RR/Rbbr Baron NOW $34 Dark Colony NOW $43 MAX 2 02/98 $48 Speed Tribes 04/98 $48 
7th Legion NOW $39 Dark Reign Futre War NOW $48 Magic Spells of Anct NOW $28 Star Control 3 NOW $28 
AD&D Birthright NOW $29 Dark Reign MP 1 NOW $29 Magic:the Gathering NOW $37 Star General NOW $43 
Admiral Sea Battles NOW $22 Deadlock 2 NOW $46 Mass Destruction NOW $38 Star Nations 06/98 $46 
Admral Ancient Ships NOW $46 Dominion NOW $40 Master of Orion NOW $19 Starcraft Expansion 12/97 $30 
Advancd Civilization NOW $39 Dune 2 NOW $22 Master of Orion 2 NOW $24 Stars NOW $38 
Age of Empires NOW $46 Dungeon Keeper NOW $46 Mechcommander 02/98 $48 Starship Troopers NOW $46 
Age of Wonders NOW $47 Emperor Fadng Suns NOW $29 Mission Nexus Prime 12/97 $48 Stratosphere 02/98 $46 
Agents of Justice NOW $48 Empire 2 NOW $24 Missn Fre:Cybrstrm 2 NOW $42 Submarine Titans 05/98 $44 
Ares Rising NOW $46 Empire of the Ants 03/98 $43 Netstorm NOW $48 Syndicate Wars NOW $46 
Army Men 03/98 $46 Enemy Nations NOW $29 New Order NOW $48 Tranpsort Tycoon Dix NOW $42 
C&C NOW $29 Evolution NOW $40 Outpost 2 NOW $47 Tycho Rising NOW $44 
C & C2 Tiberium Sun05/98 $48 Extreme Tactics 2/97 $49 Perfect General NOW $12 Ultimate Civ 2 NOW $48 
C &C Covert OprtionsNOW $22 Fallen Haven NOW $30 Plague NOW $42 Uprising NOW $48 
C & C Gold W95 NOW $40 Fantasy Genera NOW $35 Reach for Stars 2 02/98 $48 WHammr 2 Drk OmenNOW $43 
C&C RACnter Strke NOW $21 Frenzy 12/97 $44 Rebellion NOW $52 Wages of War W95 NOW $29 
C&CRAAftermath NOW $26 Galactic Mirage NOW $41 Return Fire NOW $37 WarBreeds NOW $48 
C & C Red Alert NOW $48 Heist 02/98 $44 Rising Lands NOW $44 WarGames 02/98 $46 
C &C Sole Survivor NOW S46 Heroes M&N NOW $35 SWAT 2 NOW $48 Warcraft 2 NOW $37 
Capitalism Plus NOW $43 Heroes M&M 2 Ex Pk NOW $25 Semper Fi NOW $46 Warcraft 2 Add On NOW §20 
Captives NOW $40 Heroes M&M W95 VOW $19 Sentinel Returns 03/98 $45 Warlords 2 Dix NOW $41 
Cave Wars NOW $39 Hidden Wars NOW $48 Settlers 2 Gold NOW $38 Warlords 3 NOW $45 
Civilization 2 NOW $36 Impenialis NOW $43 Shadow of Emperor NOW $35 Warwind 2 NOW $34 
Civilization 2 Scen NOW $26 Infinity War 2/97 $48 Shattered Nations NOW $46 Warwind W95 NOW $43 
Clay Warfare 12/97 $45 Into the Void NOW $28 Siege NOW $48 Wisdom of the Kings NOW $46 
Colonization NOW $29 Jagged Alliance 2 NOW $48 SimCity 2000 Spec EANOW $40 Wooden Ship Iron Mn NOW $39 
Command HQ NOW $18 KKND NOW $36 SimCity 2000 W95 Nt NOW $47 Worms 2 NOW $44 
Cong New World NOW $21 KKND Extreme NOW $38 SimCity 3000 NOW $54 X-Com Terr frm Deep NOW $19 
Cong New World Dix NOW $29 Lords Realm 2 NOW $39 SimPark NOW $34 X-Com UFO Defense NOW $19 
Constructor NOW $42 Lords Realm 2 Exp PKNOW 3 $28 SimSafari 12/97 $44 X-com Apocalypse NOW $41 
Corsairs NOW $43 M Gathrng BattlemageNOW $35 Soldiers at War 02/98 $43 Z NOW $33 

COMPUTER GAMES: WAR 

Achtung Spitfire NOW $40 Battlegrnd W NOW $32 Harpoon 97 NOW $44 Stalingrad NOW $39 
Afrika Korps 04/98 $42 Civil War Genera NOW $48 Harpoon Classic NOW $19 Steel Panthers 2 NOW $29 
Age of Sail NOW $42 Close Comt NOW $44 Napoleon in Russia NOW $42 Steel Panthers 3 NOW $43 
Aide de Camp 2 12/97 $44 C NOW $3! Over the Reich NOW $39 Stl Pnthrs Cmp 1-2ea NOW $15 
Battle of Bulge 93/98 $42 Dcsve Bat fWWIIl NOW $43 Pacific Genera NOW $43 TACOPS NOW $44 
Battlegrnd Antietam NOW $41 East F NOW $42 Panthers in Shadows NOW $42 Tank Resistance 2024 NOW $39 
Battlegrnd Bulge NOW $28 Fifth Flee NOW $39 Panzer Com jer 06/98 $45 Third Reict NOW $39 
Battlegrnd Bull Run NOW $42 Flight C der2 NOW $39 Pe xeneral 2 NOW $42 Tigers on Prowl 2 NOW $42 
Battlegrnd Gettysbrg NOW $32 Great NOW $40 Panzerblitz 03/98 $42 V Victory Bundle NOW $28 
Battlegrnd Mid East 05/98 $42 $0 NOW $48 Prelude to Waterloo NOW $45 Wargme CS 3 w/CmpNOW $24 
Battlegrnd Shiloh NOW $30 Harpoon 2 NOW $17 RE Lee CW General NOW $28 Zulu War NOW $29 
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1870 NOW $40 Battles of Alexander NOW $33 Geronimo NOW $32 Pain Doctor NOW $25 
ASL Mod Beynd Valor NOW $33 Battlespace NOW $2¢ Gettysburg NOW $15 Rats NOW $24 
ASL Mod Gung Ho NOW $38 Battletech 4th Ed NOW $19 Go NOW $22 Rebels & Redcoats 2 NOW $25 
ASL Mod Jatkosota NOW $10 ar Wars Deluxe NOW $21 Grand Prix NOW $19 Risk NOW $27 
ASL Mod Leatherneck NOW $9 Chancellorsville NOW $34 Great War atSea1 NOW $32 Robo Rally NOW $33 
ASL Mod Partisan NOW $15 Circus Maximus NOW $11 Hannibal NOW $32 Sam Grant NOW $42 
ASL Solo mes NOW $29 Civilization NOW $29 Harpoon Box Set NOW $41 Samurai Swords NOW $35 
Advanced Civilization NOW $25 Colonial Dip! omacy NOW $42 Here Come the RebelsNOW $23 Scrabble DIx NOW $39 
Advanced Squad Ldr NOW $38 Crisis Sinai 1973 NOW $25 History of the World NOW $27 Scrabble DixTravel NOW $24 
Advanced Third Reich NOW $38 D-Day NOW $16 Hobbit Adventure NOW $29 Sherlock Holmes NOW $20 
Age of Renaissance NOW $42 Days of Decision2 NOW $42 Jena NOW $38 Space Chess 3D NOW $35 
Air Baron VOW $27 Decision in France NOW $15 Kingmaker NOW $19 Squad Leader NOW $23 
Alamo NOW $15 Deluxe Diplomac NOW $42 Knightmare Chess NOW $13 Stonwall's Last Battle NOW $25 
Ancient Empires NOW $29 Die Hanse NOW $55 Krieg NOW $32 Texas Revolution NOW $18 
Axis & Allies NOW $35 Diplomacy NOW $19 Longstreet’s Assault NOW $22 The ‘45 NOW $25 
Axis & Allies Cntl Pwr NOW $30 Empire Bu NOW $25 Lunch Money NOW $15 Wadjet NOW $50 
Axis & Allies Mid Est NOW $16 Federation & Empire NOW $38 Magic Realn NOW $23 We the People NOW $29 
Axis & Ally WW2 Exp NOW $14 Ferrocarriles Pampas NOW $17 Mystical Circle NOW $35 World War One NOW $11 
Battle for N Africa NOW $32 Feudal NOW $18 Napoleons Later Batls NOW $22 World in Flames Dix NOW $90 
Battles Forgotten War NOW $42 Field Comma NOW $30 Ogre Miniatures NOW $13 Zorndorf NOW $36 
HINT BOOKS 

Age of Empire NOW $16 Ear ege NOW $ié Myst 2: Rive NOW $16 Starcraft NOW $16 
Agents of Justice NOW $16 Fa 4.( VOW $1 Outpost 2 NOW $16 Steel Panthers 3 NOW $16 
Blade Runner 12/97 $18 Fall VOW $16 Pax Imperia 2 NOW $16 Tomb Raider 2 NOW $10 
Civilization 2 NOW $16 Heavy Gear NOW $18 Populous 3 NOW $16 Ultima Online NOW $16 
Curse of Monkey Isle NOW $16 Heroes M&M 3 7/98 $18 Quake 2 12/97 $18 Unreal NOW $16 
Dark Earth NOW $18 King's Quest 8 12/97 $16 Quest for Glory 5 NOW $16 War Wind 2 NOW $16 
Dark Forces20SG NOW $16 Land Lore 2 NOW $16 Red Baron 2 NOW $16 WarBreeds NOW $18 
Dark Reign NOW $16 Lords of Magic VOW $16 SWAT 2 NOW $16 Warhammer 2 NOW $16 
Death Trap Dungeon NOW $16 Mask of Eternity 2/97 $16 Shadows of Empire NOW $18 Warlords 3 NOW $16 
Descent NOW $16 Mechwarrior 3 NOW $16 Sid ani GettysburgNOW $18 X-COM: Apocalypse NOW $16 
Diablo NOW $16 Might & Mag NOW $16 Star Trek Star Fit AcadNOW $18 Zork: Grand Inquisitt NOW $18 
| COMPUTER GAMES: ARCADE COMPUTER GAMES: TRADITIONAL 

3D U Pbil Creep Nght NOW $36 Lose Your Marbles VOW $19 Boggle NOW $28 Mnty Pythn Mng Life NOW $45 
3D U Pbil Lost Cntnt NOW $35 Overboard NOW $44 Caesar s Palace 12/97 $38 Mnty Pythns Wst TmeNOW $32 
Bomberman NOW $32 Pro Pinball NOW $37 Chessmaster 5500 NOW $37 Monopoly Star Wars NOW $48 
Bvs & Btthd Cllg Drks NOW $19 Pro Pinball TimeshockNOW $28 Chessmastr Online NOW $15 Pictionary NOW $38 
Bvs & Btthd Wnr TkesNOW $19 Psybadek NOW $44 Chessmstr 5000 W95 NOW $35 Power Chess 98 NOW $45 
Crucible NOW $44 Puzz 3-D NOW $28 Clue NOW $29 Shanghai Double PackNOW $28 
Frogger NOW $38 Sonic 3D Blast NOW $30 Fin Fin NOW $54 Shanghai Dynasty 12/97 $40 
H.E.D.Z. NOW $38 Tempest 2000 VOW $19 Golden Nugget W95 NOW $32 Shanghai 98 12/97 $39 
Hyper 3D Pinball NOW $22 Virtua Fighter 2 VOW $39 Hong Kong Mahjong NOW $21 You Dnt Know Jack 3 NOW $28 
Last Bronx 12/97 $39 WWF Wrestling 3D 12/97 $48 LEGO Sea Challenge 01/98 $44 You Dnt Knw Jk MviesNOW $39 
Looney Labyrnth PhalINOW $29 Youngblood VOW $47 Mnty Pythn Holy Grl NOW $29 You Dnt Knw Jk XXXLNOW $38 
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‘TOTAL ANNIHILATION’ Fully articulated 3D units, 
buildings and terrain. Over 150 units and 25 missions 
per side in single player campaign, plus full 
multiplayer support. Complex water units such as 
aircraft carriers, floating factories and amphibious 
tanks that drive into and under water 

GT Interactive (Strategy) 

Release Date: NOW PC CD $47 


‘LORDS OF MAGIC’ In a fantasy world where magic is 
common, trouble lurks. Dark Lord Balkoth's giant war 
machine is wreaking havoc. You must stop his reign of 
terror, using real-time combat on true 3D terrain. Play 
alone or with 5 friends over a network or modem. 
Sierra (Strategy) 

Release Date: NOW PC CD $47 


‘INCUBATION’ Over 30 turn-based missions take place 
within the dimly lit and complex passageways of the 
colony Scay-Hallwa. Individuals in your squad become 
more proficient soldiers when they gain experience in 
battles by surviving missions and racking up kills. 
Bluebyte (Strategy) 

Release Date: NOW PC CD $44 


‘MYTH’ is a tactical level game of fantasy warfare, with 
unprecedented realism and detail. Seasons change 
during the course of the game, affecting tactical 
decisions. Real 3D terrain, dynamic lighting, and tricky 
artificial intelligence. 

Bungie (Strategy) 

Release Date: NOW PC CD $48 


‘MAN OF WAR’ Faithfully re-enacts an Admiral’s life 
at sea circa 1765-1815 using actual battles and 
strategies. Contains 12 historically accurate scenarios, 
large scale fleet action, and revolutionary real-time 3D 
first person perspective. 

Virgin (War) 

Release Date: NOW PC CD $41 


‘WAR INC.’ In the 21st Century, private security forces 
have evolved into powerful armies under corporate 
control. Take command of your own corporation and 
its armies, assume control of R&D, production, and 
Strategic and tactical combat 

Interactive Magic (War) 

Release Date: NOW PC CD $46 


‘SID MEIER’S GETTYSBURG’ sets a new benchmark in 
real-time action strategy. Control infantry battle lines 
and artillery in real-time over rolling 3D terrain, making 
split second decisions that give each scenario a 
different ending 

Electronic Arts (War) 

Release Date: 11/97 PC CD $46 


‘SETTLERS OF CATAN’ Groups of settlers try io 
dominate a remote island by building and trading. Gain 
resources based on where you build and the roll of the 
dice. The combination of skill and luck makes this an 
excellent game for all skill levels 

Mayfair (Board game) 

Release Date: NOW BG $30 


‘PAX IMPERIA 2’ Control every aspect of a civilization 
economics, research, espionage, exploration and 
diplomacy. Build a fleet of mighty warships or 
quietly establish economic dominion, the universe is 
yours to conquer. 

THQ (Strategy) 

Release Date: 1/98 PC CD $48 


‘POPULOUS:THE THIRD COMING’ Large strategies 
can be planned and enacted from fully playable global 
view. Various terrain varieties(mountains, oceans, 
aerial views) impose different challenges on your 
warriors as you lead them into battle. 

Electronic Arts (Strategy) 

Release Date: NOW PC CD $45 


‘LEGO ISLAND’ A LEGO enthusiasts dream! Meet 
over 35 unique, animated characters, build and drive 
your own custom vehicles. Multiple levels of play 
build, explore, customize, race and ultimately capture 
the destructive Brickster. 

Mindscape (Traditional) 

Release Date: NOW PC CD $39 
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‘iF16 FIGHTING FALCON’ contains an easy to use quick 
Start mode as well as detailed missions and campaigns. 
Jump into combat and experience incredible graphics 
and high energy explosions without ever opening 
the manual. 
Interactive Magic (Simulation) 
Release Date: NOW PC CD $48 


‘HEAVY GEAR’ Pilot one of 16 Heavy Gear war 

machines, aS well as Striders and other armored 

vehicles. Gears are capable of agile, humanoid move- 

ments. Construct your own Gear, then pilot it with your 
exact customizations. 

Activision (Simulation) 

Release Date: NOW PC CD $48 


‘FLIGHT UNLIMITED 2’ takes the realism and thrill of 
simulated flying to a higher plane. Over 11,000 square 
miles of incredible Bay Area terrain accurately modeled 
for the most precise detail ever in a flight sim. Visual 
and instrument navigation, 6 of the coolest civilian 
aircraft, including the P-51D Mustang and the 
DeHaviland Beaver seaplane. 
Eidos (Simulation) 
Release Date: NOW PC CD $44 


‘DARK FORCES JEDI KNIGHT’ In this long awaited 
sequel to Dark Forces, you battle a multitude of enemies 
and discover the secrets of the lost Jedi burial ground. 
Master light saber combat and harness an arsenal of 
firepower. Develop your force powers and become a Jedi 
Knight or a dark Jedi. All new 3D environments and 
characters. 
LucasArts (Action) 
Release Date: NOW PC CD $53 


‘POSTAL’ A psychological thriller with a ravenous killer 

instinct pushes 3D combat over the top. Real-time 3D 

characters, outrageous backgrounds, rage inducing 

x-ray effects. 17 unsuspecting locales and a vicious 
arsenal. Supports multi-player network play. 

Panasonic (Action) 

Release Date: 11/97 PC CD $48 


‘STAR WARS SHADOWS OF THE EMPIRE’ A gripping new 
plotline, with new characters and environments and an 
unbelievably detailed Star Wars universe. Five gameplay 
modes, in a variety of vehicles and spacecraft- from the 
heavily armored Outrider, to snowspeeders, hovertrains, jet 
packs and speeder bikes. 
LucasArts (Action) 
Release Date: NOW PC CD $51 


‘STARCRAFT’ You must gather your resources to 

accomplish your goals, either freedom or galactic 

domination. Play 30 different missions in space, on 

planets, within installations. Scenario and map editor 
allows you to create your own campaigns. 

Blizzard (Strategy) 

Release Date: NOW PC CD $46 


‘CH RACING SYSTEM’ Become a road warrior with the 

system that was built for speed and durability. System 

comes complete with a high-performance racing wheel 

with 160 degree range of motion, four push buttons and 
foot pedals for acceleration and braking. 

CH Products (Hardware) 

Release Date: NOW PC $85 


‘CH GAMESTICK 14’ The comfortable base is equipped 

with 14 functions, a slide throttle, trim controls, two 

directional pads and patented gimbal. Designed for both 
left and right handed gamers. 

CH Products (Hardware) 

Release Date: NOW PC $60 


‘CABIN FEVER:SNOWBOUND’ How about a weekend 
Stuck in a cabin with nothing to do but play strip poker 
with 3 gorgeous women? Advanced poker engine and 


hilarious story elements. 
Art Worx (Adult) 
Release Date: NOW PC CD $34 


‘MAXIMUM SEX 6 PACK’ Adult Image 

Library Vol2, Disc 2, Awesome Asians, Big 

Bust Babes, Latin Lust, New Machine 

Sampler, and Sweet Cheeks are what 
you'll get in this sexy 6 pack! 

(Adult) 

Release Date: NOW PC 6-CD $36 
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‘Time RELEASE PRICE Time RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
10th Planet NOW $48 F-16 Agressor NOW $48 MW Mercenaries NOW $28 Sand Warriors NOW $46 
1943 Euro Air War NOW $45 F-22 ADF NOW $48 MW Mercenaries 3DfxNOW $48 Scrmn Demons Eurpe NOW $52 
688i Hunter Killer NOW $46 F-22 Raptor NOW $46 Mech 2 Battlepack NOW $42 Sierra Pro Pilot NOW $48 
AH-64D Longbow 2 NOW $46 F/A 18 Korea NOW $46 MechWarrior 3 12/97 $52 Silent Hunter CE NOW $43 
AH-64D Longbow Gld NOW $46 FA 18 Hornet 3 NOW $44 Mig Alley NOW $46 Spearhead NOW $49 
AHX-1 NOW $47 Falcon 4.0 04/98 $52 Moto Racer GP NOW $44 Tanarus NOW $44 
ATF 98 NOW $46 Fghtng Flcn Bck Badd NOW $26 Nascar Racing 2 NOW $39 Tank! 02/98 $48 
Aces: X-Fighters NOW $49 Fighter Duel 2 NOW $39 Nascr Reg 2 Bsch Srs NOW $30 Team Apache 12/97 $44 
Air Cmbt Nvy Ftrs 97 NOW $45 Flying Corps Gold NOW $48 Need for Speed 2 NOW $46 Test Drive 4 NOW $46 
Air Warrior 2 NOW $43 Flying Nightmares 2 NOW $42 Nuclear Strike NOW $42 Thunder Truck Rally NOW $45 
Anarchy 02/98 $41 Flying Tigers 09/98 $48 Privateer 2 SE NOW $48 Touring Car 01/98 $42 
Armored Fist 2 NOW $46 Forced Alliance NOW $45 Privateer Darkening NOW $38 Trophy Bass 2 NOW $39 
CART Prcision Racing NOW $48 Interstate 76 NOW $39 Racing Days NOW $44 Trophy Bass Rivers NOW $49 
Comanche 3 NOW $39 Interstate 77 NOW $48 Red Baron 2 NOW $50 Wing Commander 4 NOW $38 
Condemned NOW $48 J Fghtr Lghtning Strk NOW $43 Redline 12/97 $46 Wing Commander5 NOW $55 
Conquest of the Skies NOW $48 Jet Fighter 3 NOW $35 Road to Indy 500 NOW $44 Wings of Destiny 02/98 $49 
Daytona USA DIx NOW $42 Jet Fighter Fill Burn NOW $46 SODA Off-Road RacngNOW $48 X-Car Exprmntl Ron NOW $48 
EF 2000 V 2 NOW $45 M1A2 Abrams NOW $27 SU-27 Electrnc Bfield 10/98 $46 X-Wng V Tie Fghter NOW $50 
Earthsiege 3 NOW $49 M1 Tank Platoon2 06/98 $52 SU-27 Flanker 2 NOW $43 iF-22 Raptor NOW $42 
F-15 NOW $48 MS Flight Sim 98 09/98 $48 SabrAce NOW $42 iPanzer 44 12/97 $48 
COMPUTER GAMES: ACTION 

Blood NOW $41 Flesh Feast 02/98 $44 Postal Level Editor NOW $48 Sin 02/98 $49 
Blood Plasma Pak NOW $20 G-Police NOW $44 Profiteer 03/98 $45 SpecOps NOW $48 
Bugriders NOW $40 Gatherer NOW $42 Quake NOW $42 Terra Victus 02/98 $48 
Carmageddon NOW $45 Golgotha NOW $48 Quake 2 NOW $52 Tomb Raider NOW $42 
Chromoform NOW $46 Half Life NOW $48 Quake Mssn Pk 1-2ea NOW $29 Trespassr Jrssic Park 12/97 $48 
Daikatana 12/97 $49 Hexen 2 NOW $52 qED for Quake NOW $19 Turk Dinosaur Huntr NOW $42 
Dark Forces NOW $30 MDK NOW $45 Resident Evil NOW $42 Turk Dinosaur Hunt 2 02/98 $48 
Dark Vengeance 02/98 $45 Mageslayer NOW $39 Scud NOW $35 Unreal NOW $48 
Death Trap Dungeon NOW $48 Normandy 97 NOW $36 Shadow Warrior NOW $47 Unreal Add-On 01/98 $19 
Dreams NOW $48 OutWars NOW $48 SkyNET NOW $39 Virus NOW $48 
| COMPUTER GAMES: SPORTS 

ABC Mdy Nght Fbll98NOW $45 FPS Trophy Bass RvrsNOW $48 Links LS Cng Ctry CIlbNOW $19 NFL QB Club 98 NOW $42 
APBA Pro Boxing NOW $38 Frank Thos Baseball NOW $34 Links LS Davis Love NOW $25 NHL Breakaway 98 NOW $42 
All Star Baseball 98 NOW $44 Gone Fishin’ NOW $29 Links LS Oakind Hills NOW $19 NHL Hockey 98 NOW $45 
Bass Mstrs Clssic Pro04/98 $42 Hardball 6 NOW $46 Links LS Valderrama NOW $19 NHL Power Play98 NOW $34 
Crush! Deluxe NOW $26 Heroes of Iron Grid NOW $44 Links LS Valhalla NOW $19 PBA Bowling 2 NOW $35 
FIFA Road Wrld Cp 98NOW $46 Jack Nicklaus Golf4 NOW $46 Links Pro Devils Is| NOW $19 PGA Tour Gif 96 W95 NOW $37 
FPS Baseball 98 NOW $28 Jack Nicklaus Golf5 NOW $45 MS Baseball 3D NOW $45 PGA Tour Pro 3-D NOW $50 
FPS Football 98 NOW $29 Kick Off 97 NOW $44 Madden FB 98 NOW $46 Triple Play 98 NOW $45 
FPS Golf Add-On NOW $29 Legends of FB 98 NOW $39 NBA Action 98 NOW $42 World Series BBall 98 NOW $42 
FPS Golf Bundle NOW $48 Links LS NOW $46 NBA Live 98 NOW $46 Worldwide Soccer 98 NOW $39 
FPS Skiing NOW $47 Links LS 98 NOW $45 NCAA Football 98 NOW $45 Wrld Cup Glf Dor Bch NOW $19 
| COMPUTER GAMES: HARDWARE 

Altc ACS55 Spker Sys NOW $152 CH PC Gamepad NOW $19 Joyswitch NOW $42 TM F22 Pro NOW $128 
Assassin 3D Contllr NOW $59 CH Pro Pedals NOW $80 Labtec LCS 2612 SpkrNOW $112 TM FLC F16 System NOW $108 
Assassn 3D W/ WgmnNOW $99 CH Pro Throttle NOW $102 Ltech Cyberman2 NOW $92 TM Flight Contr Pro NOW $99 
CH F16 Combatstick NOW $60 CH Reng WhI W/ PdalNOW $87 Ltech WingMn Wrrior NOW $85 TM Game Card NOW $25 
CH F16 Fighterstick NOW $100 CH Virtual Pilot Pro NOW $75 MS Sidewinder Pro NOW $85 TM Millnm 3D Incptr NOW $69 
CH F16 Flightstick NOW $35 Gravis Firebird 2 NOW $65 MS Sidewinder FF ProNOW $159 TM Nascar Racng WhINOW $112 
CH Flight Stick Pro NOW $50 Gravis GrlP Contrilr NOW $85 MS Sidwinder Pro PadNOW $39 TM Phazer Pad NOW $47 
CH Force FX NOW $169 Gravis GrilP Pad 2 Pk NOW $24 Sound Blaster 64 Val NOW $149 TM Rage 3D Pad NOW $40 
CH Game Card 3 AutoNOW $26 Gravis Grp Stnd Alne NOW $69 Space Orb 360 NOW $75 TM Rudder Contr Sys NOW $98 
CH Jane's Combt StckKNOW $71 Gravis PC Gmepd ProNOW $27 TM Driving Control T2NOW $108 TM Weapon Cont Sys NOW $88 
CH Mach 3 Joystick NOW $25 Gravis Thndrbrd Jstk NOW $43 TM F16 TQS NOW $108 Verbal Commander NOW $85 

COMPUTER GAMES: ADULT 
INTERACTIVE INTERACTIVE MOTION STILLS 

2069 Oriental Sex OdysNOW $50 Outpost 69 NOW $40 101 Sex Positions NOW $24 Adult Image Lib2+ NOW $25 
Asians in Wonderland NOW $39 Penthouse Interactive NOW $39 American Blond NOW $24 Adult Image Library NOW $19 
AssTroids NOW $40 Porntris NOW $24 Asia X NOW $29 Adult Image Library 2 NOW $19 
Buster Cherry NOW $45 Private Investigator NOW $49 Asian Paradise NOW $39 All Night Long NOW $16 
Car Wash Angels NOW $36 Private Plsr Park2 NOW $49 Bangkok Nights NOW $19 Asian Pearls 2 NOW $28 
Circus NOW $24 Private Prison NOW $44 Blond Justice 3 NOW $16 Asian Pearls 3 NOW $24 
Crystal Fantasy NOW $34 Rodney Rubber Show NOW $39 Borderline NOW $19 Bankok Beauties NOW $19 
CyberStrip Black Jack NOW $36 Sex Castle NOW $29 Cat House NOW $19 Beverly HI Call Gris NOW $19 
CyberStrip Poker NOW $36 Sex TV 2 NOW $24 Christy Inthe Wild NOW $14 Busty Babes 4 NOW $39 
CyberXperience NOW $29 Sex With Jena NOW $49 Deep Throat Girls 5 NOW $26 Celebrity Nudes NOW $26 
Diva X Ariana NOW $39 Sex:The Game NOW $39 Deep Thrt Gris 4Pk NOW $49 Domin-A-Trix 2 NOW $24 
Diva X NJ NOW $39 Sexy Sports Trivia NOW $19 Dirty Debutnt6 Pk NOW $44 Ebony Shack NOW $19 
Diva X Rebecca NOW $39 Shock:The Game NOW $49 Endangered NOW $19 Elite Amer Mdls 4 NOW $19 
Doll House NOW $29 Space Sirens 2 NOW $34 From Asia With Love NOW $15 Elite Ctrfold Mod 2 NOW $24 
Dream Machine 2 NOW $49 Strip Fighter NOW $40 Geisha's Secrets NOW $12 Elite College Girls 1 NOW $24 
Duke Screw'em NOW $46 Strip Poker Pro 2 NOW $39 Hawaii NOW $16 Elite Models 4 NOW $19 
Eros 3 NOW $24 Time Warp NOW $44 Heidi's Girls Exposed NOW $19 Erotic Playground NOW $9 
Face Jam NOW $27 Ultra Slots NOW $28 Hist Of Blue Movie NOW $15 Forbidden Desires NOW $15 
Fantascenes 3 NOW $39 Ultra Vixen NOW $49 Immortal Desire NOW $19 Hardcore Gallery 2 NOW $16 
Girlfriend Donna NOW $49 VCA 6-Pack NOW $39 Kama Sutra NOW $24 Japanese Pearls NOW $19 
Girlfriend Teri NOW $39 Valentine's Day NOW $26 La Blue Girl 4 NOW $22 Latin Lust NOW $24 
Girlfriend Tracy NOW $39 Vampire's Kiss NOW $36 La Blue Gri Scrn Svr NOW $29 Lingerie Models NOW $19 
Hot & Bottled NOW $48 Venus Playhouse NOW $29 Max Domintn & Fetsh NOW $35 Mega Pix NOW $21 
Hot Leather 2 NOW $25 Virtual Director NOW $39 Mystique Orient 2 NOW $19 Miss Nude World NOW $23 
Hot Slots NOW $19 Virtual Sex 2 NOW $39 New Machine6 Pk NOW $42 Pink Passion NOW $12 
Interact Seymore Bt2 NOW $49 Virtual Sex Shoot NOW $44 Oriental Action NOW $19 Ropes & Chains NOW $19 
Interact Seymore Bt NOW $39 Virtual Valerie 2 NOW $36 Oriental Diaries NOW $19 Sexual Debutantes NOW $18 
Japan Interactive NOW $46 Virtual Veronica NOW $48 Racquel Released NOW $12 Shackles 2 NOW $18 
Latex NOW $44 Virtual Victor NOW $42 Romsoft Six Pk 2 NOW $29 Shaved Pink NOW $19 
Lust Connection NOW $39 Virtual Vixens NOW $24 Tokyo Nightlife NOW $48 Tabloid Beauties NOW $19 
Mysteria NOW $35 Virtually Yours 2 NOW $39 Tokyo Nymphs NOW $19 Tokyo Glamour Girls NOW $29 
Nightwatch Int 3 NOW $46 You Don't Know Dick NOW $35 Twin Angels 2 NOW $28 Village Collection NOW $29 
Oriental Ecst Exposed NOW $36 Zoom NOW $36 Venus 5 NOW $20 Visions of Erotica NOW $29 
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COMPUTER GAMES: ADVENTURE : ‘SPACE BAR’ You play a human detective assigned to 
TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE Tite RELEASE PRICE catch a shifty criminal before he escapes the planet. 
aun LER Undr SeaNOW $48 Curse of Monkey Isle NOW $39 Kings Quest 8 12/97 $48 Secret of Black Onyx NOW $46 Three discs of hilarious gameplay with hundreds of 
eles i oe EyDaria HOW 48 - We _— fe = ener a * puzzles to solve. Smooth-motion 360 degree views of 
2n Wue / : a d / d ; lege C d : . . : . 
tera 01/98 $45 os ta ri “i re “a va = NOW $38 os 3 ae 01/98 $40 ED RINE SPL BOVInOR MENTS 
¢ } f arK ta ela OrKS : On oorceror 2 / SegaSoft (Adventure) 
Albion Now $19 Dark Half 03/98 $44 Myst NOW $24 Space Quest 3000 NOW $45 | Release Date: NOW PC CD $34 
Alien Earth 03/98 $45 Dark Side of Moon NOW $48 Myst 2 NOW $52 Star Trek Voyager NOW $48 
Alien Trilogy NOW $42 Dawn of Darkness NOW $44 Neverhood NOW $50 Star Trk Str Fit Acad NOW $55 ; : 
Alone in Dark Trilogy NOW $25 Demon Isle NOW $48 Obsidian NOW $35 Starship Titanic NOW $48 OF LIGHT AND DARKNESS Once every thousand 
Armed and Delirious NOW $46 Dig NOW $26 Overseer 12/97 $54 Str Trk Scrt Vien Fry 12/97 $48 years, gates open between the waking world and the 
Arriva NOW $45 Discworld 2 NOW $44 Patriot Games NOW $48 — Temujin NOW $48 realms of Cream lime, offering opportunities: to. those 
Atlantis NOW $40 Ecstatica 2 NOW $47 Phantasmagoria2 NOW $54 Tone Rebellion NOW $52 who dare, to save humanity from extinction. Now is the 
Badlands 02/98 $48 — Evidence NOW $42  Planetfall 01/98 $44 ‘Trial NOW $44 time to stop catastrophes that could usher in a thousand 
Beavis Butthd Virt St NOW $29 Excalibur 2555 NOW $48 Police Quest 5 SWAT NOW $28 — Twinsen's Odyssey NOW $47 years of darkness. 
Black Dahlia NOW $46 Fighting Fantasy NOW $40 Principles of Fear NOW $47 Ubik NOW $42 hab (Roleplaying) = 
Blade Runner NOW $48 Gabriel Knight 2 NOW $29 Redguard NOW $54 Versaille NOW $44 elease Date: 11/97 PC CD $48 “s e 
Blue Heat NOW $43 Galapagos NOW $45 Respect Inc 03/98 $45 Warcraft Lord of CIns NOW $46 ; WA Liehe ne 
Byzantine NOW $46 _ Gothos NOW $29  ReturntoKrondor 01/98 $45 Wheel of Time NOW $46 ‘MIGHT & MAGIC VI’ The Mandate of Heaven, the “ogi 
Circle of Blood NOW $43 Gundam NOW $44  Reverence NOW $43  Zombieville NOW $40 newest M & M edition contains an integral time 
City of Lost Children NOW $41 lznogoud NOW $42 Ripper NOW $48 Zork: Grnd Inquisitor NOW $48 clock with multiple plots and story lines. Unique ‘skill 
Curly’s Adventure NOW $45 Journeyman Projct 3 01/98 $48 Secret Mission NOW $44 Zork:Nemesis NOW $29 based’ character development and over 1000 miles of 
ae == = virtual terrain! 
COMPUTER GAMES: ROLE PLAYING  3D0/New World (Roleplaying) 
Anvil of Dawn NOW $19 Die By the Sword NOW $48 Lands Lore Grdns Dst NOW $48 Star Trail NOW $29 Release Date: 11/97 PC CD $49 
Arena Deluxe NOW $47 Dragon Lore 2 NOW $39 Legcy Kain BldOmn NOW $40 Stonekeep NOW $29 
Baldure's Gate NOW $48 Dungeon Master2 NOW $18 Ravnift2 Stn Prop NOW $16 Swords of Heroes 10/98 $46 ‘QUEST FOR GLORY 5: DRAGON’S FIRE’ Select the 
Battlespire NOW $49 Elder Scrolls 2 NOW $39 Realms of Haunting NOW $44 _ Ultima7 Series Now $15 | Character of your choice, customize your skills and abil- 
Betrayal in Antara NOW $44 Eldr Scrils Mrrowind 02/98 $54 Redemption 02/98 $43 Ultima 8 Pagan NOW $15 ities, and embark on your adventure in the beautifully 
Broken Sword NOW $42 Elric NOW $45 Rims Ark Shdow RivaNOW $36 Ultima 9 Ascension 03/98 $52 rendered 3D landscape. Story line changes with the 
Buccaneer NOW $46 EverQuest NOW $44 Sacred Pools NOW $48 — Ultima Online NOW $52 choices you make. Single player with Multiplayer 
Cobra Mission NOW $29  Forgttn Rims ArchivesNOW $30 Serpent's Kiss NOW $43 Ultima Undrwid 1 & 2NOW $15 Internet option. : 
Dark Project NOW $49 Fallout NOW $48 — Shadows of Death 03/98 $43 Wizardry 8 04/98 $48 Sierra (Roleplaying) 
Diablo NOW $37 Lands of Lore NOW $25 — Skyrealms of Jorune NOW $33  Wirardry Gold W95 NOW $25 Release Date: 12/97 PC CD $48 
ROLE PLAYING GAMES ‘DESCENT TO UNDERMOUNTAIN’ With a visit from a 
AD&D Ci les NOW $36 Changeling NOW $21 GURPS Religion NOW $17 Nightspawn NOW $16 stranger from the future, many characters are now 
AD& & T NOW $17 Changeling Screen NOW $15 GURPS Robots NOW $14 Of Gods And Men NOW $22 developing in the cracks and under the rocks of ancient 
AD&D DM Guide NOW $16 Conspiracy X NOW $20 GURPS Space NOW $14 Once UponaTime NOW $14 caves. Move through an new world of 3D with 360 
AD&D Monstrs Mani NOW $20 Cyberpunk 2020 NOW $17 GURPS Ultra-Tech NOW $15 Palladium Fantasy NOW $20 degree movement. 
AD&D Players Hndbk NOW $20 Dragonlance Sth Age NOW $21 — GURPS Vampire NOW $17 Paranoia FifthEd. NOW $20 Interplay (Roleplaying) 
AD&D Skills & Power NOW $17 __ Earthdawn NOW $18  GURPS Vehicles | NOW $16 Pendragon 4thed. NOW $19 | Release Date: NOW PC CD $46 
AD&D Spells & Magic NOW $19 Earthdawn CompanionNOW $15 GURPS Warehouse 23NOW $15 Rifts NOW $21 
AD&D DM Screen NOW $6 Legends Earthdawn 1 NOW $9 Heavy Gear NOW $25 Robotech NOW $11 ‘DEFIANCE’ You are a test pilot for an awesome new 
AD&D Sea Devils NOW $17 Legends Earthdawn 2 NOW $9 Hidden Invasion NOW $17 RuneQuest 4thEd. NOW $19 weapon when suddenly it is no longer a test. First 
AD&D World Bldr GdeNOW $17 Earthdawn Magic NOW $15 In Nomine NOW $25 Shadowrun 2nd Ed. NOW $20 person combat simulator, four levels of firepower, 
AD&D Tale of Comet NOW $25 Fading Suns NOW $22 In Nomine GM Pack NOW $13 Skyrealms Jorune NOW $17 missiles and auxiliary weapons. Twin beam laserlok 
Alt NOW $18 Fadng Sun GM ScreenNOW $10 Indiana Jones NOW $25 Species NOW $21 firing system. 
Albedo Bonus F OW $30 Fantasy Earth NOW $12 MERP 2 NOW $17 StarWars Revised NOW $25 Avalon Hill (Action) 
Alt Player HndbkNOW $25 GURPS Aliens NOW $14 Macross 2 NOW $11 Toon Deluxe NOW $16 Release Date: NOW PC CD $40 
Alt yRM Guide NOW $21 GURPS Autoduel NOW $15 Mage 2nd Ed. NOW $21 Traveller NOW $24 
Ars Magica 4th Ed NOW $26 GURPS Celtic Myth NOW $15 Mage Chronicles 1 NOW $19 Vampire end Ed. NOW $24 ‘MECHWARRIOR’ Create your unit from the ground up 
Bloodshadows NOW $25 awe Dinosaurs NOW $15 Mechwarrior NOW $13 Web Basic Game Sys NOW $21 by deciding what and how you want to play, use the 
B bb egun S sh $20 Bens Compendium NOW $18 Mechwarrior Comp NOW $12 Warhammer Fantasy NOW $19 character generation system to flesh out your fighting 
Ca thulhu HOW $18 GURPS Compendium IINOW $18 Millenium's End 2.0 NOW $17 Werewolf NOW $24 team. Play character archetypes such as the 
Cthulhu Live NOW $15 GURPS Rulebook NOW va Mutation NOW $30 Witchcraft NOW $20 MechWarrior. Aerospace Pilot. Tech or Clansman. 
Castle Falkenste NOW $25 SURPS Goblins NOW $18 Nephilim NOW $18 World of Darkness NOW $16 Fasa (Pen/Paper Roleplaying) 
Champions 4th Ed NOW $22 GURPS Mecha NOW $15 Nexus NOW $18 Wraith NOW $24 Release Date: NOW RPG $13 
COLLECTIBLE CARD GAMES 
BTech BP Merc NOW $2  MTGChroniclesBP NOW $1  MagiclceAgeSD NOW $7 StarTrekNGHdeck NOW $2 hosp ak oe sy ae el eee: 
Battletech Booster NOW $2 MTG Mirage BP NOW 2 Middle Earth Dragons NOW $2 Star Trek NG Q-Cont NOW $2 book. Each player mitist have a deck This aoek may be 
Battletech Starter NOW $8 MTG Mirage SD NOW $8 Middle Earth Drk Min NOW $2 Star Trek Starter NOW $8 enhanced win moreicardacaid ii booster packs 
Dr Who Booster NOW §2 MTG Tempest BP NOW $2 Middle Earth WizBP NOW $3 StarTrek TNGSD NOW $7 : ; 
«Sony gm . aie eas aa Wizards of the Coast (Card game) 
\r Who Starter OW $8 MTG Tempest SD OW $8 Middle Earth WizSD NOW $9 Star Wars BP NOW $2 Release Date: NOW CG $7 
Great Dalmuti NOW $5 MTG Visions NOW $2 Monty Python SD NOW $9 Star Wars ESBBP NOW $2 : 
Illuminati BP NOW $2 MTG Weatherlight NOW $2 Monty Python BP NOW $3 Star Wars SD NOW $7 r 
illuminati SD NOW $8  MagicHomeinds NOW $1 StarTrek Booster NOW $2 Vampire SD NOW $7 ‘SEGA AGES’ The hottest hits of the 80's arcades are 
MTG 5th Ed BP NOW $2 Magic FallenEmpirs NOW $1  StarTrekNGAltUniv NOW $2 X-Files Booster NOW $2 finally available on a home system. Ona single cd, ‘Sega 
MTG 5th Ed SD NOW $7 Magic Ice Age BP NOW $2 Star Trek NG BP NOW $2 X-Files Starter NOW $9 eee got the sie Sci-fi pla a Le 
arrier’, the tune-rockin’ tour race ‘Outrun’, and the to 
SONY PLAYSTATION SEGA SATURN gun action of ‘Afterburner tis : 
ASCII Sphere 360 NOW $69 _ Interstate '75 03/98 $49 Albert Odyssey NOW $52 MLBPA NOW $44 Working Designs W saree 
Ace Combat 2 NOW $46 Lost World NOW $44 Battle Monsters NOW $34  MagcKnght Rayrth Now $52 | Melease Date: NOW SAT $40 
Alundra NOW $49 MDK NOW $46 = Bomberman NOW $52 = Mechwarrior 2 NOW $36 | = Ree 
Aqua Prophe 2/98 $49  MLBPentRace98 NOW $36 Clockwrk Knight2 NOW $22 Mortal Kombat4 03/98 $62 | SIME CRISIS’ Blast through the original arcade hit, with 
Army Me 5/98 $49 Magic theGathrng NOW $50  Colliderz NOW $52 NBA Live ‘98 Now s46 an all new shooting scenario. Comes with the most 
Breath of Fire 3 98 $54 Monstrous City NOW $54  Commnd&Congr NOW $52 NHL Hockey ‘98 NOW $46 accurate gun available for PlayStation, which has a 
Bushido Blade NOW $44 Myst 2: Riven NOW $49 Courier Crisis NOW $46 Nascar 98 NOW $46 button allowing you to escape incoming bullets, not just 
& C Red Alert NOW $46 NBA Live '98 NOW $46 Croc NOW $49 Quarterback Attck © NOW $29 absorb them. 
Castlevan OW $48  NFLGameDay'98 NOW $39  Darklight Conflict NOW $44 Resident Evil NOW $44 Namco (Shooter) 
Clayfighte 2/97 $50 Odd World NOW $49 Darkstalkers 3 NOW $49 — Sega Ages NOW $40 Release Date: NOW PSX $69 : 
Clock Towe NOW $44 Ogre Battle NOW $50 Diablo NOW $54 Shining Holy Ark NOW $46 ’ ; 
Crash Bandicoot2 NOW $49 PGA Tour 98 NOW $46  DieHard Arcade © NOW $44 Shining Wisdom | NOW $42 COMPUTER GAMES CALENDAR’ ETT Bias 
Croc OW $49  Pamdemonium2 12/97 $49 FIFASoccer 98 10/98 $46 Soviet Strike NOW $49 Featuring Star Wars ‘Rebellion’, East Front, RTT 
Death Keep NOW $52 Resident Evil2 01/98 $52 —Herc’s Adventures NOW $42 Star Fighter NOW $44 Jurassic Park ‘Trespasser’, Prelude to GAMES 
Diablo NOW $54 — SignoftheSun | NOW $50 Hyper 3D Pinball © NOW $42 Tecmo SuperBowl NOW $54 Waterloo, Half-life, Cyberstorm 2, 
Dungeon Keeper NOW $46 Suikoden 2 NOW $49 Legend of Oasis NOW $39 Ten Pin Alley NOW $44 Earthseige 3, Curse of Monkey Island, 
FIFA Soccer 98 NOW $46 Tactics Ogre 12/97 $49 Lost Vikings 2 NOW $46 Ultimate Football © NOW $46 Might and Magic VI, SpeedTribes, Starfleet 
Final Fantasy Vl © NOW $59 VMX Racing NOW $46 Lost World NOW $44 Wing Arms NOW $26 relly Te Maus > 95 
GEX 2 01/98 $49 Wild Arms NOW $44 Lunacy NOW $49 World Series ‘98 NOW $46 elease Vale: S . 
Herc's Adventures NOW $40 Xevious 3D NOW $44 Lunar Director Cut 12/97 $46 Worldwde Soccr98 NOW $49 
Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, availability, offer subject to change at any time. Release sched- Standard —_ Priority \ Mail To _ Mail To 
ules and shipping times are approximate, not guaranteed, and subject to change at any time. Hardware orders may require additional shipping and handling charges. Defectives replaced ee Ne oe ho > Day eh ae ne ih 
with same product. All sales final. Call for details. Shipping and handling charges calculated on a per order, per shipment, and per item basis. The “per order charge is charged once | Per Order $1.00 $2.00 $2.00 $2.00 “$2.00 "$2.00 
per order placed and the “per item” charge is charged once for each item ordered and the “per shipment” charge is charged once for each shipment we make to you. Each U.S. order will Per Shipment $1.25 ‘Or $3.00 $7.00 $2.00 $2 00 


include a 12-issue subscription starting with the Nov. 1997 issue (while supplies last) to Computer Games Strategy Plus Magazine, for which $10.00 of the order cost will be allocated 
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The Hangar 


The future of combat flight sims 


approaching critical mass? Before 

discounting this as just a case of 
crying “the sky is falling,” consider 
their side of the argument —sims 
recreate the real world and presently 
there are no wars involving any major 
aircraft-producing nations pushing 
them to rush production of the next 
generations of fighters. The high cost 
and complexity of advanced fighters 
already limits the physical numbers 
of fighters being produced, but they 
also dictate the number of designs 
produced as well. If the Eurofighter 
and JSF VJoint Strike Fighter) pro- 
grams are any indication (where sev- 
eral companies and/or countries co- 
develop aircraft), this will further 
reduce new model production worldwide. 
What this means is the pool of fighter rides 
(and thus material to base sims on) for the 
future is looking pretty shallow. 

it must seem pretty foolish for two devel- 
opers to produce simulations based on the 
same airplane, helicopter, or war period — 
never mind doing so in the same year. After 
all of the hoopla over the names of two F-22 
sims, when you realize that a third F-22 sim 
was already out (Jet Fighter I//) and another is 
in the pipeline (DID’s F-22 Air Defense Fighter), 
one can't help but wonder if there really is 
something to worry about. There just aren't 
that many new airplanes coming out in the 
foreseeable future - or at least not that the 
public knows about. 

To counteract the high cost and complexi- 
ty in real world aviation, many have turned to 
the development of Uninhabited Combat Air 
Vehicles (UCAV) also known as Unmanned 
Tactical Aircraft (UTA). The concepts behind 
Unmanned Air Vehicles (UAV) like the 


: s the PC flight sim world 


SSI’s Su-27 2.0 brings to the table textured objects and 
terrain based on real world data. Add in its upcoming 
dynamic campaign system and it just may make you for- 
get about any worries over sims based on future aircraft 


COMPUTER GAMES 


Lockheed Martin DarkStar, Teledyne Tyan 
Aeronautical Global Hawk, and the U.S. Navy 
Highly Maneuverable Lethal Vehicle (HMLV) 
are not new. But unlike the UMF (Un-Manned 
Fighter) seen in Falcon 3.0’s Operation: 
Fighting Tiger expansion (a robotic fighter 
that was part missile, part fighter), UCAVs are 
human-controlled. 

Some of the advantages over convention- 
al fighters both uninhabited vehicles share 
are very tight turning radii , high top speeds, 
better acceleration, and lower cost (predict- 
ed to be 80% less than manned aircraft). 
Their performance advantages are mostly 
due to not being limited by human physiolo- 
gy (designers envision 20g sustainable turns 
(anything greater causes out-of-round tur- 
bine failures), but their 40% reduction in 
weight and volume over manned aircraft car- 
rying the same payload doesn’t hurt either. 
Another advantage is when they're shot 
down, they don’t leave aircrews in enemy 
hands or dead. 

It’s been said that if UCAVs gen- 
erate enough interest they might 
replace some currently planned 
manned aircraft. Lockheed Martin 
Tactical Aircraft Systems, 
McDonnell Douglas, Boeing, and 
Lockheed Martin’s Skunk Works all 
have new unmanned projects 
underway. (Lockheed Martin has 
even proposed modifying/recy- 
cling retired F-16As to UCAVs.) 

Forgetting about cultural accep- 
tance barriers and Congressional 
interest required for funding 
UCAVs, what does this mean for 
sim jockeys? James Bledsoe, man- 
ager of advanced strike systems at 
McDonnell Douglas's Phantom 
Works believes that the most of 


(Top) Air Warrior 2 is being updated 
with Direct3D-supported, fully-textured 
world and planes, network speech com- 
munications for both H2H and online 
play, Pacific campaigns, a new European 
campaign, and a cargo plane load of 
other new features and aircraft. This is 
an early screen shot of what’s to come 


(Left) DID’s F-22 Air Dominance 
Fighter is due to release during the 
last quarter of 1997. Even when a 
couple of companies produce sims 
based on the same aircraft each has 
inevitably had its own style, flavor, 
and approach 


the training of operators for UCAV missions 
can be completely simulated. So sitting in 
front of a CRT with a joystick, throttle, and 
pedals may become more realistic than any- 
one ever imagined. (It'd be interesting to see 
what kind of viewing systems they come up 
with.) Instead of software and hardware 
advancing to more accurately simulate air- 
craft, the real world counterparts are chang- 
ing to meet the limitations of our computers 
— certainly a strange turn of events. Maybe all 
of the hours spent sitting in front of your 
computer may actually reduce the amount of 
training Uncle Sam will need to prepare the 
next generation of military (remote) fighter 
pilots. The possibilities are both intriguing 
and disturbing at the same time. 

Although there will be a shakeout in the 
industry, rather than reaching the end of an 
era we're actually entering a golden age of 
flight sims. Stiff competition and the high 
number of product releases will benefit con- 
sumers in the long run. Flights sims are only 
just beginning to fulfill our lusting. If you’re 
worried that most future flight sims may be 
based on UCAVs, don't forget that historical 
sims are here to stay (Red Baron Il, Sabre Ace, 
and Warbirds 2.0 are all on the way). Then of 
course there are plenty of aircraft in the cur- 
rent world arsenal out there as well (/A-70 
Warthog, Jane’s Combat Simulation’s F-15 
and Longbow 2, iF-16 Viper, Falcon 4.0, and 
F/A-18 Hornet 3.0, just to name a few). 

Sims of the latest and greatest real world 
fighters will always be made by someone, 
and competition for them will likely remain. 
But other than having to make a decision of 
which sim to buy if you only can buy one, it 
isn't the end of the world. So to the Chicken 
Little’s out there: the sky isn’t falling — it’s 
raining flight sims! 

Over and out. -Ben Chiu 
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reviously we discussed some factors 
that make it more attractive to 
change from the BnZ attack to a turn 
fight. In addition to position opportunities, 
we’re looking for are E and ammo advan- 
tages as well. Without getting into the 
philosophical arguments regarding con- 
cepts, such as air combat chivalry and 
vulching, the easiest position to make a kill 
from is from a position of absolute advan- 
tage. Whether or not you choose to take 
advantage of some of these opportunities is 
up to you. 


Hit ‘em while they're down 

“Down” can refer to a lot of things in air 
combat, but in all cases when it’s used in 
regard to your enemy it works in your 
favor. Down can mean down on E, down on 
ammo, down as in relative altitude, and so 
on. We know if the enemy is down on E, 
you stand a chance of out-turning a better 
turning airplane even if it’s only for a short 
period of time. In many cases (if your 
marksmanship skills are adequate) that’s all 
you'll need. 

Estimating when the enemy’s E supply is 
down isn’t an exact science, but there are 
some situations that'll make it more likely 
than not. If a bandit’s been attempting to 
out-turn you on each BnZ attack run with 
the intent of getting a shot at you as you 
zoom, the chances are pretty good that after 
a couple of passes his E state will be lower 
than when you first started the attack. 

Down on altitude is easy to figure out. If 
the bandit is down on the deck, his maneu- 
vering choices become severely limited. If 
he’s down on airspeed he can’t dive to gain 
any, and he also loses one direction for 
maneuvering (down). This makes him a riper 
target for picking. 

Although our discussions still remain in 
the realm of one-on-one fighting, if the 
enemy was just engaged in a turn fight, the 
chances are also pretty good that his E bank 
is near empty or is already overdrawn. The 
thing to be aware of is that the longer you 
wait to attack in this situation, the more 
time the bandit has to regroup (recover E). 

This same situation also lends itself to 
presuming the bandit’s ammo supply isn’t 
what it used to be. Although there is no 
safer situation to attack from than attack- 
ing an unarmed opponent, you need to be 
careful. A good pilot (real or artificial) will 
only fire if he can hit you, so if your oppo- 
nent knows his stuff he may still have 
some shells in reserve with your name on 
them. Know that the bandit may not show 
his hand (gamble his remaining shells right 
away), so don’t dump your E believing 
you're dealing with an unarmed target 
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Part Il: Moving from the BnZ to make the kill 
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A The Roll Away is a variation of the High 
Speed Yo-yo where you “roll away” from 
the bandit at the top of the climbing turn. 
Although this increases the distance 
between you and your target it doesn’t 
work very well in airplanes with poor roll 
rates 


This bandit is low on altitude and showing 
us his tail. We have the E advantage and 
ammo, so even though we’re in a “tradition- 
al” BnZ aircraft, turning becomes an option. 
The biggest problem is going to be slowing 
down to corner speed > 


without thoroughly assessing the situation 
first. Now I’m not suggesting that you 
make yourself a target to see if the bandit 
shoots at you, just assume the worst and 
work from there. In other words fight the 
battle like the bandit has ammo. You'll 
learn soon enough whether the bandit 
really has something to shoot you with if 
the battle lasts long enough. (Hopefully it 
won't - and it'll end in your favor!) Just 
keep his ammo situation in mind and take 
advantage of his predicament. 


Altitude, dude 

Although E discussions tend to treat altitude 
and airspeed as equals, they really aren't. In 
a turning battle it doesn’t matter how much 
altitude you have if you're well below corner 
speed. If you don’t have the airspeed to 
maneuver, you can be killed regardless of 
your altitude. 


Another situation you want to look for is 
a bandit that Immelmans or uses some 
other extreme vertical maneuvers In 
response to each of your attack runs. If his 
altitude is much higher after an attack or 
two, you can pretty much bank on the fact 
that his airspeed will be pretty low at the 
top of those maneuvers. 


Hit the brakes! 


We know our biggest problem is going to be 
slowing down to corner speed. E conversion 
maneuvers like the high yo-yo or roll away 
fit the bill. Do anything it takes to slow down 
(drop the brakes, landing gear, flaps, what- 
ever) because if you don’t slow down 
enough, you'll be too slow to zoom away 
and too fast to turn — perfect for getting 
your tail shot to pieces. 

Until next time — sometimes it’s better to 
be lucky than to be a better pilot. -Ben Chiu 
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XCar 


Trapped between the racetrack and the arcade 


eveloping a simulation is always 
fraught with peril. Marketing and 
sales push for a product with a 
“mass” appeal, which a hardcore simulation 
is deemed not to have (never mind the sales 
of games like Falcon 3.0, Longbow, Grand Prix 
2 and NASCAR Racing 2). Developers tend to 
frown on arcade elements, arguing it cheap- 
ens their simulation, which is equally bogus 
(what about Falcon’s “Instant Action?”). 
However, when the two warring factions 
butt heads, you can end up with a product 
that seems trapped somewhere in the 
never-never land between the two 
extremes, which ultimately creates a prod- 
uct that’s unable to satisfy either market. 

Such is the case with XCar, a hardcore 
racing simulation that is flawed both in 
concept as well as execution. Its schizo- 
phrenia is particularly evident in the track 
design, which varies from the real (Lime 
Rock, Road America) to the believably real 
(Meridian Coast, Seattle) to the absurd 
(Infinity Loop, Mayan). The last two, in par- 
ticular, seem transported in from some 
Sega arcade game. 

Conceptually, it sounds wonderful to 
have a simulation of “experimental racing,” 
but much of the appeal of a Grand Prix 2 or 
NASCAR Racing is being able to take the 
wheel of a real-world race car. Saying these 
cars are experimental, therefore their per- 
formance has no 
equivalent, 
seems to cheap- 
en the simula- 
tion. However, 
this is a minor 
problem com- 
pared to the 
actual execution 
of the simula- 
tion. While com- 
petitive, feature- 
wise, to Grand 
Prix 2, XCar is 
considerably 
behind the curve 
with the most 
important feature — feel. It just doesn't feel 
right, whatever right may be. The controls 
feel choppy, with little progressive steering - 
often, you'll find yourself gradually turning 
and suddenly snapping to the right or left, a 
problem the external view bears out. Despite 
pretenses toward being a hardcore simula- 
tion, the only way XCar truly feels playable is 
when it’s set to arcade mode. 

The handling feels like the vehicle has a 
pin stuck in the middle, not properly model- 
ing weight transfer. It doesn’t give the 
impression that it’s simulating four separate 
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The Meridian Coast is the 
most entertaining track in 
the game 


The setup screen is intimidating as hell, butis a 
tuner’s delight 


wheels and the forces that influence them 
during cornering. Whether the game takes 
any and all of this stuff into account is ulti- 
mately irrelevant — it doesn’t feel like it does. 
Most of the cars tend toward violent over- 
steer, and are uncontrollable at the limit. 
Four wheel powerslides occur at unusual 
angles, again like no other closed- or open- 
wheeled race car. The only way to tame 
these savage beasts is to increase your rear 
wing to the point of killing your top speed 
on the straights, which is pretty much a 
recipe for last place finishes. 

The joystick routines are also problematic, 


slowly losing cali- 


lap, requiring you 

to make constant corrections during a race. 
This is a far cry from the precise steering feel 
of Grand Prix 2 and NASCAR Racing. A little 
more tolerance in reading the joystick port 
would help. Equally problematic is the near 
requirement of a steering wheel for the 
game - it is virtually unplayable with both a 
SideWinder 3D Pro and a CH Flightstick Pro. 

While a simulation like Grand Prix 2 hides 
its complexity behind a number of 
“advanced” menus, XCar lets it all hang out, 


flaunting its complexity in a setup screen 
that’s a godsend to serious sim fans and 


An example of the schizophrenia present in the 
game. Would any real race track have a picket 
fence and cows by the side of the track? 


bration with every 


should scare the hell out of most players. 
Nominal online hints are provided, and the 
manual goes to some length to attempt to 
explain every car term, but the game 
should’ve included some canned setups for 
beginners to build from. A wonderful feature 
is the addition of a test track, with a high- 
speed oval and a slalom course. 

The game also has an amazing VCR 
replay function, allowing you to not only 
view the entire race but also monitor the 
telemetry data. Unfortunately, replaying 
your accidents, which is what most people 
use the replays for, is an underwhelming 
experience, showing a puff of smoke 
and a few polygons flying around from 
the impact. Where's the visual damage, 
the bodywork and wheels flying across 
the track — the effects race games since 
the legendary /ndianapolis 500 managed 
to include? 

Despite this flaw, the game is fairly 
attractive, with a separate version for 
regular SVGA cards and the 3Dfx acceler- 
ator (regrettably you can only have both 
installed in separate directories). While 
the 3Dfx version gives more consistent 
frame rates on most machines, the SVGA 
version is arguably better looking, with 
sharper graphics. 
The filtering of 
the 3Dfx card 
turns all of the 
low-resolution 
car textures to 
mush, making 
the game look 
slightly out of 
focus. 

The most 
important com- 
ponent of any 
racing game is its 
car model, and it 
appears the one 
in XCar is inher- 
ently flawed. While it has all of the features 
of its higher-profile competitors, plus some 
they should have, it lacks their polish and, 
most importantly, physics and feel; as such, 
it can only be recommended to the incredi- 
bly patient and tolerant racers who have the 
time and ability to try and come to grips its 
twitchy cars. -Steve Bauman 
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Bethesda Softworks * www.xcar.com * 
Requirements: DOS, 60MHz Pentium or 
higher, 16MB of RAM, 2X CD-ROM + 
Multiplayer: 2-8 players, LAN, modem 
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MiGs over Iraq! 


You've won the Indy 500, 
the Super Bowl and the World Series! 


BUT 


No you have what it takes to save a 
Human Life? 


a simulation 


of ISM, Inc. 
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and make it easier. To round out the pack 
age, a couple of freeware utility programs 
ire included. One is a nice little utility that 
can create random missions; the second 
lOWS yOu to string Missions together in a 
campaign format with mission success and 
failure options 
Of course a mission disk would be very 

emiss without missions and plenty are 
available. There are 17 categories of mis 
sions and video recordings ranging from 
inti-radar to sweeps. The only complaint 

ith the product is that all of the missions 
nd recordings are user contributions and 

any dO not measure up to the standards of 
the OFiglidl missions. Some camera record 
ings will also only work under certain ver 
sions of the game. All things considered, this 
is still a great way to kill time while waiting 
tor the sequel. —Jim Pedicord 
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Windows 95 or DOS (new missions only), 
Original Su-27 « Multiplayer: 2-16 players, LAN 


Look here ace, you've got just 90 feet of runway before 
you ear your wings the hard way. Face it. Your fixed-wing 
rules do not apply here. What you need is a helicopter. 
And now you've got one in 
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an upgrade guaranteed to blow 


all past flying experiences out of the sky. With it you'll 
soar over vastly improved landscapes that include 


3000 airports (10 times more than the 
, previous version) and more than 45 cities around the world. 
, : Flight Simulator 98 features multiplayer, force feedback 
support and flight models validated by Cessna* and Learjet, 
so you can achieve all new levels of 
flight realism. Take control of the 
widest range of aircraft, including 


this Bell 206B JetRanger III 


helicopter, a machine that’s guar- 


anteed to make you feel like a rookie all over again. 
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iF-22 


High-tech aerial combat | 


ith the advent of stealth technolo- 
W gy, Passive sensors, and data links 
to allied units, the F-22 has ushered 


in a new era in piloting military aircraft. 
Computer technology has become a key 
ingredient in the flight-combat soup with 
multifunction displays giving a wealth of vital 
information at the touch of a button. A strate- 
gic element has crept into the mix, where 
avoiding and surprising is almost equally as 
Important as flying rings around the enemy. 
Interactive Magic's i/F-22 gives a good repre 
sentation of high-tech machinery integrated 
with the flying skills of a combat pilot. The fol 
lowing article should give plenty of help in 
mastering this new combination. 


Stealth: The only way to fly 
The first step in “stealthy flying” is mission 
preparation. Read through the mission objec- 
tive and check the payload carefully, loading 
only the weapons which will benefit the mis- 
sion. If your mission will be easier to accom 
plish by staying undetected, refrain from load- 
ing up the external hardpoints ~ ordnance on 
them greatly increases your Radar Cross 
Section (RCS) and chance of detection. 
Examine the Mission Map carefully, and study 
all possible enemy units in the area. Make sure 
to select the AAA Rg, SAM Rg and EWR Rg 
buttons so their detection circles appear on 
the map. Next set the Altitude (ALT) setting 
and the RCS setting to their applicable ranges 
for the mission. Tweak the navigation and 
patrol waypoints so your route will, when pos 
sible, not intersect the displayed enemy radar 
rings. As an added safeguard consider setting 
the RCS to F-22 ES even when your aircraft is 
configured for full stealth mode (F-22 FS). This 
gives you a more liberal view of the radar 
rings and adds some breathing room when 
actually up in the air. If you're involved in mis: 
sions behind enemy lines, check the locations 
of any enemy airfields on the map and try to 
keep your flight a considerable distance away 
- too close an approach can lead to enemy 
interceptors vectoring in from such bases. 
Upon takeoff several checks should be per- 
formed immediately. Pull up the 
Communications/Navigation mode on the 
MFD and make sure that your In-Flight-Data- 
Link (IFDL) is operating with any AWACS in 
the area. If not, use the UHS communications 
and activate a link, giving you added informa- 
tion on targets along the flight path. If the 
mission has a Forward Air Controller (FAC) 
make sure an IFDL is set up with this unit as 
well for advanced ground target information. 
As a general rule, turn your active radar off 
and leave it off until needed, relying on the 
passive sensors and the IFDL for keeping track 
of units. When the need for radar arises, try to 
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Mission planning map showing enemy radar range circles 


radiate only for extremely short periods of 
time — just long enough to paint an accurate 
picture of the surroundings. Consider a quick 
course change as well to confuse any enemies 
who may have picked up this radar signature. 

[he advanced computers and display sys- 
tems give an extra advantage to an F-22 pilot, 
and proper usage can turn the tide against 
less technologically inclined enemies. The 
Defense mode, when used religiously, can be 
the most important display in your cockpit. By 
keeping this mode on an active MFD through- 
out the mission, you can easily keep track of 
enemy radar and plot a clear path to avoid 
detection. Keep your active radar off as much 
as possible, using your passive radar sensors 
and the IFDL as your “eyes.” On a mission 
where stealth capability is critical use the 
Defense mode to stay clear of any ground and 
aircraft radar rings or cones. Targets can be 
acquired using their own radar emissions to 
paint your screen, thus negating the need for 
your own radar for long periods of time. 
When setting out on a strike mission It is often 
a wise move to avoid enemy aircraft encoun: 
tered along the way. With the stealth capabili- 
ties of the plane this is easy to accomplish and 
gains the added advantage of (possible) extra 
missiles left for the flight home. If enemy 
fighters are detected and your F-22 is still 
safely hidden behind the cloak of stealth, you 
can usually fly right past them and continue 
on without a hitch. Quickly check the Attack 
Mode on a MFD to find out the instant alti- 
tude figures for such enemies; try staying a 
good 10,000 to 20,000 feet above them to 
avoid detection 

When in flight there are several other hints 
to help retain your stealth capability. 
Additional neat from the F-22’s engines can 
increase the Infrared Cross Section (IRCS) and 
make it easier for enemy tracking units to lock 
on. Avoid using the afterburner if at all possi- 


ble and try keeping your throttle at a lower 
setting to decrease the amount of exhaust 
heat generated. Make sure to occasionally 
check the Stealth Status mode to see if the 
IRCS has increased significantly, and if so try 
decreasing your speed slightly. Keep your 
wingmen in formation until battle is initiated. 
Once sent out of formation or given attack 
commands, they will often activate radar and 
possibly alert enemies to your presence. 
Always keep in mind that opening the 
weapon bays will also greatly increase you 
RCS. After firing a weapon make sure that the 
bay doors are closed unless a second shot is 
immediately needed or an additional target is 
already in range. 


Missiles away 

Using the stealth features on the F-22 can put 
you in a great position for the assaults on air 
and ground targets, leaving your enemies 
wondering where the attack came from. 
Depending on whether you aircraft has been 
detected or not, you'll have several options 
for achieving quick kills. 

In air-to-air Combat beyond visual range 
the AIM-120 is the weapon of choice. If the 
target is not alerted to your presence, close to 
within 10-15 miles, keeping the target in front 
of you at all times. When the target is well 
within the effective range as displayed on the 
HUD or Attack Mode MFD and the “shoot” cue 
is displayed, be prepared to launch. The best 
firing positions come when trailing the enemy 
or when it is crossing your path of flight. 
Missile avoidance is much easier with a missile 
coming directly at you so avoid launching in a 
head-on position. If an enemy aircraft is alert- 
ed to your position try firing from a greater 
distance, hopefully before you are in the 
range of its own air-to-air missiles. With a tar- 
get closing fast, switch to a short range missile 
like the Sidewinder (AIM-9). Since this is an 


infrared-guided missile, the best attack 
position is trailing the target. Don’t be 
afraid to save the missile, however, if 
your target is directly in front of you. 
Switch to guns and see if the enemy 
can be dispatched in that manner. 

The F-22 is a highly computerized 
aircraft, and there are many display fea- 
tures which can help in acquiring and 
locking targets. The Attack Mode dis- 
play has one major feature that is vital 
in air-to-air combat: the altitude graph 
on the right side. With one visual check 
of this display you can gain a quick idea 
of a target's altitude in relationship with 
you. Combine this with Tactical Mode 
and a three dimensional model of the 
Situation around you is created. 

Another interesting feature of the F- 
22 is the thrust vectoring aspect of 
engines, which allows for very high 
Angles of Attack (AoA) and tight turns 
at near stall levels. The AoA limiter is a 
function that should usually be kept on 
during normal flight; it keeps the AoA 
limited to a maximum of 12° and pre- 
vents loss of control of the plane at 
inopportune times. When involved in a 
close dogfight, however, this limiter 
can be turned off, giving you the ability 
to turn quicker and line up a target, 
especially with the 20mm cannon. A 
steady hand should be kept on the con- 
trols using this maneuver or you can 
easily put the plane out of position and 
right in your target’s sights. Also, when 
involved in a close combat dogfight 
use the declutter key; it will clean up 
the HUD view and make it easier to 
visually track your target. A shift to the 
padlock view can give an even clearer 
picture of the target, though at the loss 
of the majority of your instrumentation. 


Evasion 101 

Even with the best technology avail- 
able your F-22 will still come under 
attack from enemy missiles and run the 
risk of going down in flames. However, 
the advanced sensors and displays can 
greatly help in avoiding and surviving 
these encounters. 

When enemies are present and mis- 
siles are flying, your sight and reflexes 
will help, but your ears are a strong 
deterrent to enemy attacks. When an 
enemy radar has locked on to your air- 
craft, a missile lock warning will sound 
(a quick series of short beeps). If out of 
visual sight, try breaking this lock by 
shutting down radar, cutting down 
your RCS, and changing course. This 
should hopefully cause your image to 
disappear from the enemies’ radar 
screen and keep a missile from being 
fired. If you are too late at avoiding the 
missile lock and a launch warning has 
sounded (a two-tone indicator) then 


Firing a HARM missile at a radar site on a SEAD mission. 
Note the radar ring on the Defense mode MFD and the 


line of the missile on the Tactical mode MFD 


Connecting the IFLD with an AWACS in 
Navigation/Communication mode 


Mig-29 targeted with an AIM-120. Note the weapon 


ranges and efficiency graph on the Tactical mode MFD 


Mig-29 targeted with an AIM-120. Note the weapon 
ranges and efficiency graph on the Tactical mode MFD 


evasive action will be required. Quickly 
pull up the Tactical mode on your main 
MFD and decrease range. The missile, a 
red line leading directly to your craft, 
should be easily seen. Turn towards the 
missile, keeping it in front of you at all 
times; if possible position your plane so it 
is heading directly for the missile. When 
within a few miles manually drop chaff, 
flares or both and make a hard break to 
the right or left of the missile. The missile 
should not be able to react quickly due to 
its high closing velocity and will lose lock. 

Countermeasures are an important 
defensive measure against missiles and 
should be used wisely. Unlike the 
American missiles where the determina- 
tion of infrared or radar seeking can be fig- 
ured generally by the attacking range, 
Russian types are much more difficult to 
figure. The general rule that long range 
missiles are only radar guided does not fit 
with the newer Alamo (AA-10) and Archer 
(AA-11) missiles, which can have IR sensors 
and ranges up to 25 miles. Taking this into 
account, it is a probably a safe bet to 
launch both chaff and flares at any incom- 
ing missiles which were fired within 20 
miles. The F-22 has an automatic feature 
to launch such countermeasures but it is 
usually a more prudent idea to launch 
manually unless multiple missiles are 
locked on to your aircraft. The ECM is 
another tool for missile avoidance and 
should be toggled on when in close prox- 
imity with an enemy missile. If the missile 
has been fired from an extremely long dis- 
tance (30 miles or so) it will be radar guid- 
ed. Use ECM and chaff to hopefully to 
throw it off target 


True dynamic campaigns 

With the dynamic campaign generator in 
iF-22 missions will vary from game to 
game, so exact mission information is hard 
to produce - the campaign will progress 
depending how well you do in battles. A 
few so-so efforts can result in the front 
being pushed back; many more an you'll 
eventually lose the campaign. When 
choosing missions in the campaign try to 
pick ones that can further help the tides of 
battle. Ifa CAP mission goes bad try pick- 
ing another one to help turn the tide. If 
you just completed a very successful SEAD 
mission try a Ground Strike against the 
troops who have just lost their electronic 
eyes and ears. There are eleven types of 
mission in this simulation and following 
are some general strategies to help with 
each type of mission. 


Airfield Attack: This type of mission is a 
quick blitz against airfield facilities. Fill the 
weapons bays with air to ground 
weapons. A couple of air-to-air missiles 
may come in handy as well. If the airfield is 
well behind enemy lines use your full 
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Taking aim with the 20mm cannon 


stealth capability and try to avoid any enemy 
air contacts on the route to the field. Hold on 
to your air-to-air missiles and use them if 
enemy aircraft arrive while you are finishing 
up bombing runs. 

Air Superiority: A payload full of air-to-air mis- 
siles is needed for this type of mission and 
they will be used quickly - be prepared for a 
high number of enemy aircraft. If you mount 
weapons on the external hardpoints try to 
use them first so your RCS will decrease when 
the pylons are empty. 

Battlefield Air Interdiction (BAI): Missions 
where the loading of air-to-ground missiles is 
crucial to the success of the mission. Make 
sure you have several air-to-air missiles 
mounted up, however, as this type of mission 
generally gets messy and draws enemy fight- 
ers into battle. Remember also that the 
20mm cannon can be a powerful weapon 
against ground targets. If your supply of mis- 
siles are low and ground fire is too danger- 
ous, go in low and squeeze off some cannon 
shots at tanks or infantry fighting vehicles. 
Combat Air Patrol (CAP): A simple patrol of a 
friendly airspace, this mission will generally 
consist of air combat with opposing aircraft. 
A full load of air-to-air missiles should do the 
trick. Also consider adding a little more fuel 
to your payload just in case some targets 
show up late in your patrol. 

Close Air Support (CAS): Similar to a BAI mis- 


With the initial release of iF-22, there have 
been several performance issues and crashes 
that can be resolved with a little simple 
tweaking. Here’s a simple way to help the sim 
run a little better and possibly clear up crash- 
es as well First of the all, the program loves 
virtual memory. Run the disk defragmenter 
on the hard drive you wish to set aside for vir- 
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Su-25 under cannon assault. Note the incoming missile on the main MFD 


sion this is can be a hectic mission with plen- 
ty of ground targets to choose from. If a FAC 
is involved in such a mission make sure to set 
up the IFDL for targeting information and 
pick plenty of laser-guided bombs for the 
weapons bay. Keep several air-to-air missiles 
ready for surprises as well. This type of mis- 
sion can be very time dependent; make sure 
you keep track of your Time on Target (ToT) 
and arrive at exactly the right moment. 
Deep Strike: The ultimate stealth mission. If 
there are plenty of ground targets load up 
air-to-ground weapons only and keep the 
external pylons empty. Keep radar emissions 
to a bare minimum. Hit the targets hard and 
head for home. 

Escort: This type of mission probably involves 
very little stealth capability because the 
escorted aircraft usually have large radar sig- 
natures. Arm the plane to the teeth with air- 
to-air weapons and keep a watchful eye on 
your speed and time so you are sure to meet 
up with the escort at the proper place. 
Ground Strike: Similar to the Deep Strike but 
with less distance to travel. Arm the plane 
with appropriate air-to-ground weapons and 
if room is available inside possibly throw ina 
pair of air-to-air missiles. This mission is 
another one where ToT is extremely impor- 
tant. If all air-to-ground weapons have been 
dropped and there are still more targets feel 
free to go in and use your cannon to take out 


tual memory (usually C: \). Open up the con- 
trol panel, click on system, click on the perfor- 
mance tab and then click on virtual memory. 
Click on “Let me specify my own virtual mem- 
ory settings” and then enter two and half 
times the amount of RAM you have in your 
system after the drive letter. If you have 32MB 
of memory enter “C:\80MB Free”. If you have 


a few more units or structures. 

Runway Attack: One of the more difficult 
mission types, extreme patience must be 
used to achieve direct hits on runways. 
Besides the GBU-31 bombs a few air-to-air 
missiles can come in handy when the enemy 
is fully alerted. 

Scramble: As its name infers this mission 
type is a mad rush to get in the air and attack 
anything approaching. Stealth is not too 
important in this particular instance and 
keeping the radar active would be a good 
idea so enemy aircraft may be targeted 
immediately. Chose targets that appear to be 
the biggest threat to the base, usually the 
closest, and go after them. 

Suppression of Enemy Air Defenses (SEAD): 
Load up the hardpoints with AG-88 Anti-radi- 
ation missiles and an assortment of air and 
ground weapons for this type of mission. Use 
the HARMs on larger radar sites immediately 
and then finish off anything else with the 
rest of your munitions. Wingmen should be 
instructed to take out targets as well. 

Finally it should be noted that campaign suc- 
cess is accomplished by varying each of the 
mission types. Try to get a good mix in dur- 
ing a campaign and your overall skill level 
will improve greatly. Use the technology of 
the F-22 to evade and detect your enemies 
and then use your combat skills to surprise, 
attack and defeat them. —Jim Pedicord 


less that 32MB | would leave it at 80MB as 
well. Another way to speed up disk access on 
slower machines is load an entire campaign 
(300MB each) directly to the hard drive 
through the install program. More help can 
also be found in a FAQ on the Interactive 
Magic website: 
www.imagicgames.com/f22.dir/f22faq2.html 
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Land, Air & Sea Combat 
That Spans the Globe! 


Welcome to the Pacific, one of World < a tae 
© War II’s most magnificent battlefields. mrt 
<b) Welcome also, to PACIFIC GENERAL” ZZ. 
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one of the world’ s most ‘magnificent strategy games! 
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Built around a significantly modified 5-Star SERIES” 
game engine, PACIFIC GENERAL features a newly 
created naval combat model for high-seas realism. 
Campaigns and scenarios playable as Japanese 
or American forces. True head-to-head play 
via modem or network. And an all-inclusive 
Battle Generator that goes beyond war in the 
Pacific — it comes fully-loaded with maps 

and units from PANZER GENERAL” 

and ALLIED GENERAL:” 
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The latest, but not the greatest 


icroLeague Baseball was released 
in the mid-1980s, and at the time 
many considered it the ultimate 
baseball simulation for the home computer. 
It was fun, exciting, addictive, and offered 
great graphics and real players. 
Unfortunately, this review isn’t about that 
game, but instead covers the latest version: 
Sports Illustrated Presents: MicroLeague 
Baseball 6.0. 

MicroLeague has 
tried to modernize 
this fifth version 
(version 5.0 was 
never released) with 
3D graphics and 
modem play. While 
they've added fea- 
tures that are new 
to this series, 
Baseball 6.0 offers 
nothing new or 
innovative in the 
world of baseball 
simulations. A sta- 
tistics-based base- 
ball simulation, it 
lets you manage 
the teams and play- 
ers and watch your 
decisions played out on the screen. No joy- 
stick is required; just a mouse and a mind 
for baseball. 

There are several problems with Baseball 
6.0 that make it less fun to play. First, and 
something that is hard to accept in any 
baseball game, there is no Major League 
Baseball license. You get the real players, 
but instead of real team and stadium names 
you get: “Baltimore is playing New York at 
New York Stadium.” 

The multimedia aspects of the game are 
also disappointing. Play-by-play is provided 
by Harry Kalas (from NFL films and the 
Philadelphia Phillies). As is often the case, 
you'll probably want to turn the announcer 
off after a few games. His words get repeti- 
tive very quickly and every once in a while 
he says something that makes you say 
“huh?” For example, several times a batter 
led off an inning with a homer and when 
the next batter stepped up to the plate the 
announcer still said “Leading off for New 
York.” Kalas’ home run call is also the same 
for every batter, every time. When Kalas 
does make the correct calls the animation 
often ruins the gameplay anyway. 

The animation and mouse control are 
sluggish and deceiving. There are many 
instances where a batter running to first 
looked safe only to be called “out,” or balls 
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that looked like they 


Yep, it’s the Florida Marlins’ 
home field, but don’t you dare 
call it “Pro Player Stadium” 


This guy just hit a homer - look 
at all that excitement! 


MicroLeague Baseball 6.0’s 
season replays created stats 
that were pretty realistic 
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were going through 
the infield only to be 
fielded and have the 
runner thrown out. 

MicroLeague Baseball 
6.0 boasts that the 
game is “The perfect 
graphical baseball game for the statistical 
purist” and offers “Guaranteed Statistical 
Realism.” Well, the graphics are nice, but far 
from perfect. However, MicroLleague must 
be given credit for getting the stats part 
right — for the most part. Season replays 
provided team records and statistical lead- 
ers that are pretty close to real-life results. 
There are, as is to be expected, some stats 
that were way off. No stats-based game is 
perfect, but MMI should be acknowledged 
for its effort. Taking its appeal to stats 
lovers even further, it offers a career stats 
option so you can check your league’s all- 
time leaders. You can also simulate 
Rotisserie or Fantasy teams and stats (you 
can also draft fantasy teams with the 
game’s draft option). 

Two impressive parts of the game are 
the trading and draft options. The trading 
program is quick and easy and everything 
you need to examine the players and make 
trades is accessible from the trade players 
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MicroLeague Baseball 6.0 


screen. Drafting teams is quick (it took 
about an hour to complete a 28-team draft) 
and painless (although the mouse will drive 
you Crazy as you try to scroll through long 
lists of players). 

All in all, this much-delayed game should 
have been delayed a little longer. It offers 
nothing state-of-the-art, and while its stats 
engine is good, its multimedia aspects 
need some more work. The best thing 
about this game is that it provided inspira- 
tion to boot up the 5.25” floppies of the 
original MicroLeague Baseball and fall in 
love again with the best version of the 
series. -Dan Olawski 
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MicroLeague Baseball 6.0 

Microleague Multimedia Inc. * www.mmi.com 
Requirements: DOS 6.0, 9OMHz Pentium or 
higher, 16MB of RAM, 2X CD-ROM * Multiplayer: 
1-2 players, Internet, LAN, null modem 
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Baseball Mogul 


The business of baseball brought to life 


aseball is a fascinating business. Free 
re agency, small-markets versus large- 

markets, battles over ticket prices, 
dwindling attendance, claimed losses by own- 
ers. Baseball Mogul tries to model the business 
of baseball, and while it proves to be less than 
adept at the business side, it turns out to be a 
surprisingly good statistics-based simulation. 

You start the game by taking over a team. 
Take a small-market team and expect lower 
revenue, meaning you get to play Expos ball — 
nurture young players so you can trade them 
away before paying them the big bucks. Take 
over the Yankees and spend big bucks on free 
agents. In either case, you may find yourself in 
first or last place. A simple financial model 
determines your cash flow. You set conces- 
sion and ticket prices and balance that against 
salaries and scouting. This area of the game is 
underdeveloped, and it’s pretty easy to make 
money on all of the skill levels. 

The interface is simple enough to figure 
out, but displaying team statistics and player 
ratings should be easier (they can be exported 
to HTML or to tab-delimited text files). Signing 
free agents is disappointing, with the agent 
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saying, “My guy wants $40 million over 
5 years. Well?” and you get to say yes or 
no. An option should also be included 
to re-negotiate a contract before its 
term is up, which would help some of 
the small-market teams try to keep their 
young talent (who, like the real jocks, 
seem to want $5 million a year after one 
great season — greedy bastards). 

However, the computer GM does a 
superb job with trades, not falling for 
trading washed up, but high-priced, 
veterans for minor league superstars (you'll 
usually have to sweeten the deals with 
some cash). It’s hard to figure out what cri- 
teria the game uses to determine player 
value, but other sims should look long and 
hard at this implementation. 

Baseball Mogul seems to be stuck some- 
where between being a business and 
league simulation, and as such it is some- 
what inadequate at both. Managers may be 
frustrated by the lack of control they're 
given of their team, while accountants will 
probably want to dig more into the busi- 
ness of baseball. However, the whole is a lot 
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Aaron vs. Ruth 


A mishmash of game styles that doesn’t gel as a cohesive whole 


Pete Rose enters his crouch 


aseball is one of the few sports with 
& such a rich tradition that a game like 

Aaron vs. Ruth even makes sense — 
Jordan vs. Cousy just doesn’t have the same 
allure. However, it seems the developers were 
somewhat misguided in choosing to do an 
arcade baseball game first, with a clunky simu- 
lation game tacked on. Why make an arcade 
game with legendary players - the arcade-fan 
would probably rather be Ken Griffey Jr. than 
Babe Ruth. 

That quibble aside, the basic premise is 
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sound: take 36 of the greatest players (purists 
will quibble with the selections) and simulate 
or play seasons, a series, or individual games. 
In season mode, you can draft entire leagues 
of fictional players to round out the rosters and 
trade players from team to team. However, 
this aspect of the game is so poorly imple- 
mented you have to wonder why it was 
included at all. You can only simulate a season 
one game at a time, and the computer trades 
like a lobotomized George Steinbrenner. You 
can’t simulate a full 162 or 154 game season, 
sO comparing your performance versus the 
real world is impossible, which is irrelevant 
since it’s unclear how you actually display 
league or team statistics. 

Which basically leaves Aaron vs. Ruth as a 
single-game experience. A lot of energy was 
obviously expended on motion-capturing the 
quirks and foibles of the classic athletes. 
You'll get Pete Rose’s crouch, Ruth’s home- 
run trot, Joe Morgan’s elbow pumping before 
swinging and Satchel Paige’s windmill 
windup. All are beautifully captured and rep- 
resented with the polygonal characters. 
These little details, plus the period stadiums, 


Gene Taylor's contract is 


|| aboutto expire. Weare {fg 
| | seeking $47,496,000 over 1H 
: six years 


Negotiation with free agents is too simplified. Accept 
or decline — that’s it 


better than the sum of the parts, and with 
some tweaks and expansion, it could carve 
its own successful niche in he market. It’s 
definitely the most original baseball game 
of the year, and should be on the shelf of 
any hardcore baseball fan. -Steve Bauman 
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Baseball Mogul 

Infinite Monkey Systems * www.imonkey.com 
Requirements: Windows 95, 60MHz Pentium 
or higher, 8MB of RAM, 2X CD-ROM 
Multiplayer: None 


give the game most of its flavor. 

The pitcher-batter interface is well done, 
particularly the batting interface on the harder 
skill levels. However, would-be managers look- 
ing to make key substitutions during the game 
will be astonished to find you can’t access any 
player ratings during the game. Equally aston- 
ishing is the omission of the most important 
baseball game feature - the box score. 

Aaron vs. Ruth is an odd mishmash of game 
styles that doesn’t gel as a cohesive whole. It 
lacks most of the features that even the most 
arcade-oriented baseball games have. It does 
have a certain amount of entertainment value 
when you actually sit down to play it, but with 
all of the other (superior) baseball games out 
there, you'll probably want to pass on it. 
—Steve Bauman 
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Aaron vs. Ruth 

Mindscape Sports Advantage * 
www.aaronruth.com * Requirements: 
Windows 95, 9OMHz Pentium or higher, 
16MB of RAM, 4X CD-ROM * Multiplayer: 2 
players, same machine 
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Extreme performance 


The IMS Extreme system shows Pentium II is for you 


hen Intel releases a new processor, 
they always claim they're targeted 
at the server market, or at the sci- 
entific Community. Readers of this magazine 
are smart enough to know they're actually 
aimed at the nardcore gamer, who needs 
the extra power to run the latest bloated 
game software. This was true until the arrival 
of the Pentium Pro, which early adopters 
found didn’t run 16-bit or Windows 95 soft- 
ware very fast, and especially lacked in the 
video department 

Enter the next generation processor, 
dubbed Pentium Il. Essentially a Pentium 
Pro that incorporates MMX technology, it’s 
proven to be a gamer's panacea, proving 
equally adept at ripping through 
Photoshop and Monster Truck Madness. At 
least that’s what we heard ~ we’d never 
tested one (though we'd seen a lot of soft- 
ware running on them at the Electronic 
Entertainment Expo). 

Enter IMS Computers. We wanted to test 
a Pentium Il system — they sell one called 
the “IMS Extreme,” which is marketed 
toward gamers. The system comes with a 
2660MHz Pentium Il, 64MB of RAM, 4.5 giga- 
byte Maxtor EIDE hard drive, Toshiba 16X 
EIDE CD-ROM, 4MB Matrox Millennium Il 
video card, 4MB Orchid Righteous 3D accel- 
erator, SoundBlaster AWE32, Viewsonic 
G/7i 17" monitor, 56K SupraExpress 


modem, and Yamaha YST YST-15 speakers 
(with a subwoofer). The motherboard is a 
Shuttle Soacewalker HOT 623 with the Intel 
82440FX PCI chipset. The as-tested price 
was $3,395. 

The case is well laid out for a mini-tower, 
with open access to both the Pentium II card 
and the memory chips. The ATX mother- 
board has two USB ports and a generous 
eight SIMM slots, and the unit shipped with 
two 32MB SIMMs, opening the door for 
plenty of future expansion. 

One weakness of the machine 
for gamers is a lack of ISA slots, 
something that’s becoming more 
of a problem with newer mother- 
board designs. The machine ships 
with five PCI and three ISA slots, 
and with the sound card, internal 
modem and Ethernet card taking 
up all three slots, there would be 
no space for a custom joystick card 
such as the Thrustmaster ACM. 
Hopefully USB (Universal Serial 
Bus) will solve this problem, but 
we’re not likely to see that many 
USB peripherals until there are 
enough machines with the bus on 
the market. 

Benchmarks verified the feel- 
ing we had when we first boot- 
ed up the machine - this is the 


fastest Intel- 
based PC we've ever had in our office. 
Processor benchmarks (Dhrystone=561 
MIPS, Whetstone=161 MFLOPS) and video 
performance show considerable improve- 
ments over a 200MHz MMX Pentium, 
which perhaps isn’t a fair comparison, but 
is the machine that many people consider 
the top-of-the-line at the moment. 
Running Direct3D benchmark software 
showed an boost in scores, though the tests 


Benchmarks courtesy of Intel 
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SideWinder Force Feedback Pro 


Microsoft’s newest joystick is another case of hardware in search of software 


j icrosoft’s SideWinder line of joy- 
sticks welcomes its newest mem- 
ber of the family in the form of the 
Force Feedback Pro. It provides a number of 
different tactile effects via software controls, 
from kickback from weapons to the vibra- 
tions of an idling motor. 

its redesigned handle features excellent 
ergonomics, with the new placement of the 
third and fourth buttons being considerably 
improved over the original 3D Pro. The lay- 
out of the buttons on the base forces you to 
use the joystick with two hands, which 
forces those who use their stick on the right 
of their keyboard to move it front and cen- 
ter. The only real design flaw is a power-sup- 
ply cord that can easily be pulled from the 
back of the stick (which disables effects, but 
still retains regular functionality). 

The Force Feedback Pro comes with three 
games, the full version of Interstate 76 and 
yeduced versions of MDK and the upcoming 
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Shadows of the Empire. When playing the lat- 
ter two games, the effects seem superfluous 
and, once beyond the “golly, my joystick 
vibrates when | fire my gun,” add little to the 
gameplay experience. 

A game like Interstate 76 is one that 
should benefit the most from force feed- 
back, but it seems like its forces may have 
been rushed in without a lot of thought, 
because they don't really enhance the expe- 
rience that much. There’s no real simulation 
of g-forces through the corners, and again 
it’s limited to gunfire effects and vibration 
when driving off-road. 

Other games tested with the stick better 
show its potential. The one that produces 
the most interesting feedback is a beta ver- 
sion of Microsoft's own Flight Simulator 98. 
Its effects are quite subtle, but effective (no 
pun intended). 

Overall, the Force Feedback Pro is 
something of an enigma. Force feedback 


seems to be 
most effective 
with land- or air- 
based vehicle 
simulations; 
however, the 
SideWinder has 
always been a 
questionable 
choice because 
of its lack of sup- 
port for analog 
rudder pedals 
(not everyone 
likes the twisty 
handle). Beyond 
that problem, it will take time before the 
people creating the forces figure out how 
to utilize them to their fullest extent. Until 
then, the Force Feedback Pro remains 
interesting hardware in search of interest- 
ing software. —Steve Bauman 


SideWinder Force 
Feedback Pro 


The power of the Pentium II/3Dfx combo allows full 
detail in games like the upcoming Joint Strike Fighter, 
Half-Life and NBA Live 98 (clockwise from above) 


point out that the numbers don’t necessarily 
translate to real-world performance boosts. 
Native 3Dfx software showed less drastic 
improvements in performance, mostly because 
the games were already running at the frame- 
rate limit on a measly 133MHz Pentium. 
However, games that taxed the 133MHz 
machine run glass-smooth on the Pentium ll. 
Compatibility is always an issue with a 
machine, and the Extreme performed remark- 
ably well, handling every piece of final, beta 
and alpha software thrown at it. 2D perfor- 
mance is incredibly fast and stable - obviously 
Matrox (finally) has its stuff together. Quake 
runs at the same frame rate at 640x480 as the 
3Dfx-native GLQuake. Whether you're interest- 
ed in flight simulations (both iF-22 and EF2000 
run remarkably smoothly) or action games (full 
screen /nterstate 76 with full detail and minus a 
3D card is finally a viable option), you'll get a 


Cheap upgrade 


Breathes new life into old machines 


5 motherboard, as many Pentium 133 or 

slower machines do, you are unable to 
upgrade by simply plugging in a new high 
speed CPU. Powerleap has provided an ele- 
gant solution to this problem: their 
PL/ProMMxX socket upgrade for dual voltage 
and MMxX processors. The PL/ProMMxX is an 
adapter that plugs into your motherboard’s 
CPU socket, allowing all of the latest and 
greatest CPUs, such as the Intel 233MHZ MMX 
Pentium, the AMD K6-PR2/233, and the 
Cyrix/IBM 6x86MxX, to be drop in replace- 
ments for your older CPU. It provides the 


; f your computer contains an older Socket 
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real boost in your gameplay experience. 
Gamers interested in being on the bleeding 
edge and willing to spend a little extra cash 
should definitely consider Pentium Il systems, 
even with new processors from AMD and Cyrix 
on the way. Assuming you don’t need the soft- 
ware packages that come with the Dells and 
Gateways of the world, you can’t go wrong 
with the IMS Extreme Pentium II system. It’s 
well-built, and more importantly comes with 
many of the pieces that gamer’s would be 
forced to add to one of those mass-produced 
systems. If you're interested in extreme perfor- 
mance, go for the IMS Extreme. —Steve Bauman 
IMS Extreme * /MS Computers ° 
www.imscomp.com * e-mail: sales@ 
imscomp.com * phone: 972.416.4000 


unique voltages and clock multipliers that 
today’s CPUs require and which many older 
motherboards cannot supply. 

Installation is as simple as plugging your 
new CPU into the adapter, then replacing your 
current CPU with the new adapter/CPU combo. 

A series of benchmarks were run on the 
computer, before and after upgrading. 
Benchmarks specifically aimed at CPU perfor- 
mance were used: Wintune 97's Drystone and 
Whetstone tests. The Landmark Speed bench- 
mark, which runs in DOS, was also used.As 
seen in the table, benchmark scores were 
approximately doubled by the upgrade. 

Bottom line: if you have a 133MHz 


BENCHMARK RESULTS Pentium or slower system, the 
Before upgrade After upgrade PL/ProMMX provides an upgrade path 
Drystone (MIPS) 225.0 440.0 that is well worth checking out. The 
Whetstone (MFLOPS) 68.0 132.0 adapter comes with a 3 year warranty 
Flying Corps (FPS) 7.5.0 14.5 and a 30 day unconditional money back 
Landmark 755.0 1525.0 guarantee. Powerleap can be contacted 


at www.powerleap.com. —Jeff Lackey 


“It's definitely the 
most original baseball 
game of the year, and 
should be on the shelf 


of any hardcore 
baseball fan.” 


- Steve Bauman, 
Editor, 
Computer Games 
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Sex and violence 
You reviewed Blood, but you don't review 
Strip Poker Pro Il. Are you more comfortable 
with sadistic violence than sex? What does 
this say about your standards? Where 
exactly do you draw the line? 

Roger Hunting 

Via Internet 


At violent sex? In all seriousness, we haven't 
reviewed Strip Poker II for the same reason 
we haven't reviewed Hoyle’s Casino — we 
don’t cover poker games. We have reviewed 
Alley Cats, still the finest strip bowling game 
on the market, and Phantasmagoria 2, which 
has nudity (and violence). -ed 


Love me don't 

With respect to important issues of life, a 
game designer or writer should not try to 
impose his dogma on the player. 

| play adventures and RPG's, and when | 
do, | imagine myself taking part in dramat- 
ic fictional events. But | never fully relin- 
quish my self. | can’t. Therefore | don’t 
want my character to be a homosexual, or 
a pedophile. | want him (or her) to be 
someone | would be pleased to be, vicari- 
ously. Yet when George Stobbart (Circle of 
Blood) says, “... now they've taken away 
the woman | love,” | can’t be him. The 
game is spoiled for me because | don't 
believe a human being can love a human 
being. In Albion when leader Tom Driscoll 
tells party member Sira, “It’s great that you 
and Mellthas have fallen in love,” | immedi- 
ately feel disconnected from the game. 
When Tex Murphy (Pandora Directive) is 
forced to go out on a date — or the game 
won't proceed - | feel that the game's 
author is imposing on me his dogma of 
how to live. | believe in sex, but | don’t 
believe in dates. 

I'm not asking game designers and writ- 
ers to live or to believe the way | do. | just 
want them to give the player a choice of 
playing a character who says he loves, or of 
playing one who doesn’t mention love. Let 
the player decide whether or not the char- 
acter goes out on a date, or whether or not 
the character gets married. 

The existence or nonexistence of love, 
the rightness or wrongness of dating and 
marrying — these are matters of subjective 
evaluation. Not objective fact. 

Please allow me a choice. 

Russell R. O'Hara 
Via Internet 


Preview praise 
| have just read the preview for Fallout 
[CGS+ 79], and may | just say that it was by 
far one of the best pieces of writing | have 
seen in along time. 

Evidently, the author Cindy Yans is an 


COMPUTER GAMES 


extremely talented writer and as of this 
moment | am searching this web for more 
of her work. As an aspiring writer, | have 
always searched for ways in order to 
‘touch’ the reader in such a way that he or 
she will become excited after reading my 
work. Certainly, Ms. Yans is at such a level, 
and | applaud her piece with near ecstasy! 
Nice job and keep up the good work. 
Kevin Malantic 
Via Internet 


Maxis has really done it this time. First, 
SimCity. Then a higher level, SimCity 2000. 
Now the apex, SimCity 3000. But best of all, 
the previews. 

CGS+, | have to give you a round of 
appluase and a standing ovation to your 
preview of SimCity 3000 [CGS+ 82]. It was 
an excellent report, the best | have ever 
read in your magazine. | enjoyed the spe- 
cific details, the honesty of the article, and 
the humor was good. | would like to thank 
you for your good work. 

Matthew Bromiley 
Via Internet 


Reviewing the reviews 

| normally agree with your in-depth reviews 
of simulations but | was a bit disappointed 
with the very harsh review and low rating 
(3/5) of iF-22[CGS+ 83]. | agree, this sim is 
not perfect and could use a good patch, 
but it’s far more realistic, fun and deeper 
(with the dynamic campaign) than games 
like NovaLogic’s F-22. | also think that the 
graphics are very good and the (realistic) 
flight model seems very adequate. 

I'm not sure that Tom Chick spent a lot of 
hours with this sim before the review. | per- 
sonally think I|-Magic did a decent job for 
their first in-house sim with /F-22. The con- 
tent of this review was also very harsh and 
full of unnecessary personal comments like: 

“..(translation: “I’m too dumb to fire it 
correctly”)...” | tend to like that not all mis- 
sile launches result in hits. 

“One of Interactive Magic's guesses is 
that the avionics are so sophisticated that 
a child could operate them.” Other posts 
from people who claim to know the F22 
avionics seem to indicate that the avionics 
representation in /F-22 is accurate. 

“ . hideous terrain...” That’s very sub- 
jective. 

Well, that’s just my feedback as one of 
your reader and subscriber. Personally, | 
would have given iF-22 a rating of 4 stars. 

Pascal Vin 
Via Internet 


A 4/5 rating wouldn't constitute a “decent 
job” — using that description, 3/5 would seem 
appropriate. As for comparing it to 
NovaLogic’s F-22 Lightning II, it was reviewed 
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for what it was — an action-oriented “lite” 
simulator. Finally, a review is supposed to be 
subjective. —ed 


I've just read Tom Chick’s review of X-Wing 
vs. TIE Fighter [CGS+ 81] and | think you are 
a bunch of bumbling idiots. You guys can't 
read if you think the CDs are spelled wrong 
and something must be wrong with your 
computer if you think the Totally Games 
logo looks like crap. 
| decided to try your little scoring theory 
and | noticed that they threw a few, just 
one or two, more ships at you when you 
pick tougher ships and better weapons. 
And to the thing about the atmosphere 
like turning, just because you're in space it 
doesn't mean that there are absolutely no 
gases what so ever. All though | can't 
defend everything about this game, | think 
it still deserves more than 3 1/2 stars. 
Other than this article and the one 
about Blood, | enjoyed your magazine. 
Brook Thompson 
Via Internet 


Welcome to “Bash Tom Chick Reviews” 
month. As for the CDs, we can only assume 
LucasArts fixed the CD error in subsequent 
rebuilds of the game box. And some of us 
here happen to like the Totally Games logo 
—he didn’t- but that doesn’t mean some- 
thing’s wrong with his or our computers. —ed 


Rating the ratings 

| felt that | needed to write to you about 
your magazine. | am a new subscriber, and 
for the first couple issues, | was satisfied. As 
more issues came to my door, | began to 
realize that you guys must love to write. 
Almost 7/8’s of the magazine is typed. | like 
to see a lot of pictures of the games to see 
if the graphics are pretty descent. | don't 
want to rely on your words that the graph- 
ics in a game are awesome or not. | proba- 
bly have different tastes than you do. 

Also, your ratings system sucks. You only 
rate the game as a whole. There are many 
different parts to a game, such as graphics, 
gameplay, controls, and whether the game 
is really worth playing. That's how a game 
should be rated. 

Matthew Mackey 
Via Internet 


Coming next month — scratch-and-sniff 
reviews! Our innovative new technology will 
allow you to skip all of that darn reading get 
a whiff of what makes a game good or bad. 
Your nose knows reviewing™ with Computer 
Games Strategy Plus. 

Bur seriously, rating the game as a whole 
takes into account graphics, gameplay, con- 
trols, etc. More ratings do not necessarily 
make them any more valuable. -ed 
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